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Bart enters the world of virtual reality! 

Gamers battle bullies in post apocalyptic driving action 
with Doomsday Bart, toddle into trouble with Baby Bart, 
stop stegosaurs with Dino Bart and more. The Simpsons 
are virtually amazing! 
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VENOM 


"This is the best action platform game ever created." 
Die Hard Gamefan Magazine USA 
Camera effects only seen in movies spotlight the bungee 
jumping, cow flicking, photon blasting 
renegade worm. 

Format SNES and Mega Drive Expected Rating G 
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Discworld ■ CCD ROM 
Clayfighter 2 SNES • 
Hero$$ of Might^and Magic 
Addams Family Values sne 
Ecstatica PC/PC CD ROM 
Need for Speed 3D0 \ 
Psycho Pinball PC/Mega Qrive 
A I! New World of Lemming 
Soleil Meg^DHye \ \ 


|(J0 This month. Arcane checks ouiKthe 
linet ouTthere at the monrt^nT^sO'yoir cSi; 
Trtnyirio, not deaf, dumb and blind) V 


News Playstation gets MKIII?, Ultra 64 - DOOMed, 
Barbie goes ona holiday. Mask CD ROM, Atari 2600 games 
get new life, PC 3DO Blaster. 3DO Upgrade confirmed, 
New joysticks, Net Trawlin’ and more... 


WIN WIN WIN We’ve got 10 PC CD ROM 

games to give away, 5 of Star Trail and 5 of Zephyr. Hot, 
hot, hot! Plus we’ve got some SNES game savers to throw 
your way. 


WIN A Sega 32X If you want to enter the 

32bit world of gaming, then turn straight to page 22 because 
we give you a chance to win a Sega 32X. 


Reviews 


Are You Normal - Recent reports from 

EngTandsuggest that video game playing can lead to 
”pathological** behaviour. What do we think of that? Not 
very much at all. \ 


Behind the Mask - The Mask i S a 

.spekmCjiew film starring JimX'Ace Ventura” Carrey. You 
should all go and see it. We tefl you how some of the com 
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Doom 32X 

Star Wars Arcade 32 X 
Lion King Mega Drive 
Pitfall SNES/Mega Drive 

Indiana Jones SNES 

Mighty Morphin’ Power Rangers Mega Drive 

Power Drive SNES 

Wolverine Mega Drive 

Zero Tolerance Mega Drive 

Super Drop Zone SNES 

FIFA Soccer 95 Mega Drive 

Soul Star Mega CD 

Fortress of Dr Radiaki PC/PC CD ROM 
inferno PC CD ROM 

Relentless: Twinsen’s Adventure PC CD ROM 
Realms of Arcania: Star Trail PC/PC CD ROM 
Zephyr PC CD ROM 
Armored Fist pc/pc CD ROM 
Nascar Racing PC 


Byte Size 

Super Space Hamer 32X 

Daze Before Christmas Mega Drive 

Rise of the Robots Mega Drive 

Second Samurai Mega Drive 

Mr Nuts Mega ^rive 

NCAA Road to the Final Four 2 PC 

Crime Patrol PC CD ROM 

One Must Fall PC 

The lion King PC 

iron Cross pc/ 

Nova Storm PC CD ROM 
Star Crusade PC/PC CD ROM 
in Search of Dr Riptide PC 
Lords of the Realm PC 
Transport Tycoon PC 




Playguides 

84 Donkey Kong Country Play Guide 


Cheat Mode 


Letters /Hypermart 
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to make some tough decisions pretty 
quickly. To spend $349 now or $800 in a 
few months time for a far superior 
machine? Or drop Sega for 3D0 or the 
Playstation? LDith the Saturn not being 
p Tackward^ompatible (ie j fct being 

going to turn a lot of p 
spending money on the 328 and games. 
But hey, you mightn’t care about the 

Doom, and if you do, the good news is 
that the 328 uersion is excellent, so go 
out and play it. 

The PC is still keeping ahead of 
the pack though and there are some 
it now and euen more 
on the way. Check out Inferno and 
Relentless: Twinsen’s Rduenture if you 

Rpart from 
that we’ue got a huge Donkey Kong 

tasty 

cheats and another packed 100 pages 


PlayStation: 

If s a Boomer \ 

Sony's PlayStation has hit the streets of Japan (and the import 
shops of Australia!) and the word is good. Very good. We'll still 
have to wait some time for the official Australian release (around 
ugust 1995, according to Sony Australia), but in the meantime, 
)6the your troubled soul with these fabulous screen shots of 
PlayStation titles. More games are being announced every day, so it 
looks Kke this is one new console that is assured of a healthy future. 

Ridge\Racer, released with the machine in Japan, gives new 
meaning to the term “arcade perfect". Fast, smooth, detailed 
racing fun\ just like the arcade game. 

Then therms Toshinden, a Virtua Fighter clone that shows just 
how impressive the PlayStation can get. Polygons scale and 
rotate all over the place as the dynamic camera moves in and out 
of the action. Toshinden was developed by Takara, who know a 
ttyng or two about fighting games We haven’t seen it action yet, 
which is just as well given our rather wet reaction to these stills. 

But the biggest news for the PlayStation is that Sony have 
signed an agreement With Williams x that gives them the First 
home conversion of Mortal Kombat IK! Apparently, the MK III 
coin-op will use Midway's new 32-bit PS-X arcade hardware, so 
a home conversion wilT be a breeze. _____ \ 

We d be very (extremely) surprised if Sony’s license for MK III 
turns out to be exclusive though, especially given the established 
relationship of Nintendo and Williams/Midway. They might be 
first, bbt they certainly won’t be tl>e one and only (Ho, ho!). 

- 2 -- Z - AWU 


\ * 






.. « 




full of the latest games. Too much is 


ma 






















































































































PC BLASTS OFF WITH 

3D0 

As we told you way back in the September issue, the PC 3D0 
Blaster is a card that allows your PC CD ROM drive to play 3DO 
discs. This is a very good thing. A very, very good thing. An even 
better thing is that it is now well and truly out on the market 
(yes, we too find it sadly ironic that the actual 3DO unit isn't 
local yet) and selling for $799 which is as cheap as buying an 
import 3DO machine. 

As with all good things there is a slight catch. The 3DO Blaster 
is being distributed by Creative Pacific and as such you're going 
to need to have a Creative 563 CD ROM drive to use the card 
(even though we were told by the manufacturer at the Chicago 
CES that any drive would do). Apart from that though, the 
Blaster is an excellent thing - it really does turn your PC into a 
3DO. And as long as your PC can run multi-media, it should be 
able to handle the card as well. You're going to need a 386 with 
4 Meg RAM. VGA, Windows 3.1 and Soundblaster or 
compatible as a minimum, but that's not asking too much. The 
3DO Blaster doesn’t really use the PC processor very much at 
all, so you’re not limited by only having VGA. 

Now there's no excuse for HYPER not to do more 3DO reviews 
(we sincerely apologise to those 3DO owners who are hassling us 
for our lack of coverage), and you'll be seeing more 3DO in 
future. Woohoo! 


Ultra 64 

Hits Rrcades 

LUe’ue finally been blessed with a taste 
of what had been dubbed in the uideo 
game world as “Uapourware”, the 
fabled new Nintendo machine, the 64 bit 
Ultra 64. Rnd from our first play, if this 
is uapourware, then giue us more! Vou 
can now find Cruisin’ USR (which we told 
you about last issue) and Killer Instinct 
in the bigger arcade uenues. Killer 
Instinct is a fighting game with 11 fully 
rendered and texture mapped 
characters, which looks superb and 
plays euen better! Sega, Sony and 3DQ 
had better brace themselues for one 
hell of a machine. Read all about the 
first two Ultra 64 games in Rrcane’s 
column in next month's HVPER. 


OOPS! 


Last month we reviewed 
Jurassic Park 2 on Super 
Nintendo. Unfortunately 
on the review page it said 
it was on the Mega 
Drive. It was right in the 
contents listing but if we 
did cause any confusion 
we're very sorry. 



D i g i t""T imioqmRRLPUjnr e m e 

Ingredient hotline 1-902-555-444 

Give your diet of defeat the finger. Dial the SEGA Hotline. Everyday of the year, from 10.30am to 10.30pm our dedicated team of dishonest 
individuals are ready to teach you the fine art of cheating. Recorded info is also available around the clock. If you have MASTER SYSTEM, 
MEGA DRIVE, MEGA CD or GAME GEAR remember the motto; if all else fails... cheat. 

48 CALLS CHARGED AT ITM 95« PER MINUTE. IF YOU ARE UNDER 18 GET YOUR OLDS' PERMISSION BEFORE CALLING. 









» H Y P E R 


■ 





Uirfua 


Fighter II 
Hits The 


And you thought Virtua Fighter was amazing. Get a load of this 
baby! This Arcade fave has been completely re-worked, and now 
looks absolutely, mind-bendingly incredible!! All the characters 
have been enhanced (with more detailed facial features amongst 
other things), the backgrounds have improved in detail, depth 
and colour with even more anally-retentive texture-mapping, the 
smooth animation is now even smoother animation. . . in fact, 
you probably won’t ever bother to 
play the first Virtua Fighter ever 
again (except on your Sega 
Saturn) Everything has been 
graphically improved, there are a 
couple of new characters (yes!), 
and dare we say there are even 
more cool features that Sega are 
keeping hush hush till it officially 
appears. A great fighting game just 
became even greater, and no doubt 
you should see this in your local 
arcades fairly soon. What a lovely 
Xmas pressie from Sega! The 
HYPER crew have got their 
headbands on already. 


Freak of the Month 



Some people are 
born freaks, some 
achieve freak- 
dom, some have 
freakiness thrust 
upon them... like 
Chris Williams 
from Brisbane, 
Qld. Chris has 
been dobbed in 
by his good friend 
Gene Simmons 




(not his real name, we hope). 

According to Gene, he likes 
to chuck sulphuric acid into 
his swimming pool (fondly 
known as “The Swamp”). 
Now that is freaky. As is the 
fact that he keeps a monster 
called "Frankenstein”. 

But who cares what the boy 
does in his spare time as long as 
he reads HYPER? Sure, he 
looks a bit weird, but so what? 
He’s one of our readers and we 
love him. We love you all. 

Send your happy snaps to 
HYPER, Freak of the Month, 
PO Box 634, Strawberry Hills 
NSW 2012 without delay. 


Manaccom On 
Lookout For 
Local Games 

Budding game designers out there should kiss 
this issue of HVPER and thank their lucky stars, 
‘cause soon you might be seeing your uery oiun 
games on that uideo game shelf! Rustralian 
entertainment software deuelopers haue finally 
been giuen some much needed backing thanks to 
Manaccom and fleer Software’s agreement to co- 
deuelop and distribute Rustralian products. Rs a 
result, they're now looking for people with 
quality software projects and game ideas, with 
the aim of hauing their work brought to the 
market. This will help local game authors to reach 
both Australasian and other global markets. 
Manaccom are at this uery moment, waiting for 
submissions of games, multimedia products and 
entertainment software for consideration. This 
is a fantastic opportunity for many a struggling 
game deueloper, and by all means contact 
Lindsay UJhipp at Manaccom on (07) 368 2366 or 
fax (07) 369 7589. Just remember that they’re 
only really interested in products that will 
meet current market standards of quality and 
design. Good luck! 




Mortal 

Mouie 

Hot on the heels of the Street Fighter film (out very, very soo^J 
comes the beginnings of production on another cinematic bo^| 
crunching fest based on a video game. It's the one you’ve 
waiting for. too - Mortal Kombat, due to be released in the^H 
in mid 1995. 

The "good" characters from the ever-popular game, JoP™ 
Cage, Liu Kang and Sonya Blade, hit the big screen to continu? 
their battle against the forces of the evil Emperor of the Outworld, 
Sorcerer Shang Tsung, in a bid to win the Mortal Kombat 
tournament. As in the game, these brave mortals must face the 
awesome power of that four-armed dealer of death, Shokan Prince 
Goro, nine times winner of the tournament. If Goro once again 
conquers all comers in this 10th and final tournament, the portals 
of Earth will burst open, flooding the planet with the blackness 
and desolation of the Outworld for all eternity. 

Sounds kind of hopeless doesn't it? Ah, but our heroes have yet 
another card to play. The gorgeous, mighty and 10,000 year old 
Princess Kitana prepares herself to stake her birth-claim on the 
throne of Outworld. Kang. Cage and Blade must defeat Goro, 
despite the frightening sorcery of Shang Tsung, so that Kitana 
can be reinstated, beauty and harmony restored to the 
Outworld, and the Earth saved from doom. 

This flick promises some eye-melting special effects, which will 
be the work of New Line Cinema, the guys behind the Nightmare 
On Elm Street films, the three big screen Ninja Turtle forays 
and The Mask. Outworld sorcerer Shang Tsung will be played by 
Cary Hiroyuki-Tagawa (who has appeared in The Last Emperor 
and Star Trek: The Next Generation), Linden Ashby (Wyatt 
Earp) is the American hero, Johnny Cage, and Last Action Hero 
leading lady, Bridgette Wilson, will play Special Forces agent 
Sonya Blade. 

Chinese cinema star and skilled martial artist, Robin Shou, 
takes on the role of the powerful but sombre Liu Kang, and 
perhaps the most exciting appearance is that of Christopher 
Lambert, making his presence felt as Rayden, the immortal 
Thunder God. It’s scheduled to appear in America before June, 
so we should see it before the end of 1995. 

Tim Ireland 




























Nintendo’s 
32-Bit Uirtual 
Reality System! 

nil you uery stylish, cool, HYPER readers mill be 
pleased to knom that Nintendo look like they’ue 
come up mith a remarkable nem Uirtual Reality 
3D “uiemfinder”, that mill do amay mith the 
need to attach uncomfortable and nerdish- 
looking headgear on your precious noggin. The 
32-Bit system uses the Priuate Eye technology 
that mas utilised by the military and air-traffic 
controllers. But the major difference is that 
Nintendo’s system is portable and mill not need 
to be attached to any part of your body! It’s 
literally a complete 3D-UR experience in a box! 

It consists of an LED unit, lens and smiueling 
mirror. Your eyes mill be tricked into seeing a 
mide “3D” image, because the lens magnifies 
the flashing LEDs, mhich the mirror then 
displays in a quick smiueling motion, instead 
of the usual uertical column of light. Nom that 
might not mean a hell of a lot to you, but me’ll 
haue to trust the boffins at Nintendo for this 
one. Of course, it doesn’t matter horn unreal 
the hardmare is if the only game you can get 

the game deuelopers start signing on the 
.dotted line. 

II 


The Atari 2600 
Makes a Comeback! 

Some of the older HYPER readers may remember the classic 
Atari 2600 home video game system that revolutionised home 
entertainment in the very early Eighties. The Atari was well 
known for it's cart-driven games that had to rely wholly on 
gameplay, to compensate for the simplistic, primitive graphic 
(though they were amazing to gamers at the time). Activisioi 
were definitely one of Atari’s leading game producers, giving ui 
great games like Pitfall!, Kaboom, River Raid and Choppe 
Command. Well we’re all going to relive it again, or for a lot ofl 
you, discover it for the first time. Now you’ll be able to see wha*™ 
began the console system boom that we now live in. 

Activision are going to release two compilations, on floppy am 
CD-ROM for the PC. 
and there will hopefully 
be conversions for 
other systems including 
the SNES, Mega Drive 
and 3DO. Don’t let the 
graphics fool you, these 
games are extremely 
playable and highly 
addictive! I’ll never 
forget the time I broke 
my Atari Paddle 
playing Kaboom! We 
should all thank 
Activision for giving 
these classics the credit 
they deserve. Yay! 







VIRTUAL REALITY 


GAME 


HEADQUAR T E R 


SYDNEY • MELBOURNE • BRISBANE 

SNES, MEGADRIVE, JAGUAR, IBM CD ROM, MEGA CD, GAMEBOY, GAME GEAR 

3DO, SONY PSX, SEGA SATURN, NEO GEO CD, ULTRA 64 
MAIL ORDER ANYWHERE - TOLL FREE 1800 672 769 


568 OXFORD STREET BONDI JUNCTION 2022 AUSTRALIA 
PHONE(02) 369 5700 FAX (02)546 7331 
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Sonic 3 

Play Guide Book 

Even though us champions 
here at HYPER recently 
supplied you with a very 
competent Sonic 3 play guide in 
only 2 pages, some bozos out 
there seem to think you might 
want something a bit more 
thorough. And here it is, the 
Official Sonic 3 Play Guide. 
Offering you an amazing 4,000 
screen shots and bulging at a 
crazy 96 pages, it really is a 
freaky guide for Sonic freaks 
only. Learn how to beat every 
Badnik, enter every bonus 
stage! Everything is mapped 
out, including blueprints of the 
most effective routes to take 
through the levels! The book no 
doubt shows 
you how to 
crack every 
single little, 
itty-bitty 
corner of the 
game, so if 
you really, 
really need to 
see it all. . . 
the ultimate 
guide is here. 
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Autohead 


There's something cool about picking up a ring or a sword, ; 
or even getting bitten by a radioactive spider, which / 
transforms you into some kind of mutant fighting machine 
From Shazam to Spiderman it's been a popular fantasy fori 
many a drooling fanboy, and it’s a fantasy which is very mucV 
a part of THE GUYVER | 

Enter Sho, a young student who accidentally discovers / 
of the three alien Guyver units stolen from the ChrcJ 
Corporation After accidentally triggering the unit, it rJ 
onto Sho s body, engulfing him and turning him intf 
Guyver Complete with enhanced strength, elbow knivei 
breast lasers. Sho becomes the ultimate weapon". wL 
comes in quite handy when mutants from the ChroiV 
Corporation come aknockin' on his door 'w 

The Guyver is Japan s equivalent to Spiderman Over there \ 
it rivals Ultra-man in the popularity stakes, and has a huge - 
cult following both here and around the world You can even 
get the Guyver Hollywood feature (released in the west as 
Mutronics, directed by Screaming Mad George [that's his real 
name - honest] and co-starring Mark Hamill), apart from the 
vast amount of GUYVER merchandising 
The two episodes are the first of a six-monthly series, 
displaying some nice animation and gore in what turned out 
to be yet another Japanese martial arts beat 'em up The 
first episode Genesis of the Guyver'. turned out to be a 
pretty typical origin story eg, geek has problems, geek goes 
walking, geek finds armour, geek gets attacked, geek uses 
armour, geek becomes hero etc The scripting is okay but 
becomes predictable and formula based The fight scenes 
bored me except for the gory deaths the villains met at the 
end, but even this became pretty mediocre 
Episode two "Battle of the Guyvers ”. was a bit more 
interesting, but just as predictable in plot and storyline as the 
first It became apparent that this was a character driven 
"Manga", designed solely to wow you with the animated 
abilities of the Guyver 

Both episodes end with technical readouts of all the super¬ 
mutant characters appearing in that episode, which includes 
shots of some really well made models of the characters for 
drooling fanboy types Well made but mediocre 


PATHETIC BARBIE GAME PATRONISES 
FEMALE GAMERS SHOCK 


Yes, well. . we ail know that you female gamers, in between 
bouts of Mortal Kombat II and major Secret Of Mana sessions, 
like to sit back and dress up your anorexic Barbie dolls in pink 
frocks. NOT! It’s really rather sad isn't it? When a publishing 
company wants to address the female game-playing market (I 
mean, as if there’s a major difference between the tastes of 
male/female gamers anyway!?), instead of maybe coming up 
with another cool character like Samus of Super Metroid, they 
go and make Barbie Vacation Adventure. Yeuck! It’s 
pathetically easy (girls are like, weak aren’t they?), there are lots 
of pink sprites, and Barbie looks like she needs some intravenous 
liquid-food. Give us a break!! Only someone under the age of 6 
would enjoy a game like this (and they'd probably rather chew 
on the control pad instead, anyway). It’s really a sad, sad state 
of affairs. Get a life, programmers and marketers! Sheesh. 


The Mask 
Goes CD-ROM 


You can read our wonderful article on the movie magic in The 
Mask elsewhere in this issue but for those with a CD ROM drive you 
can look at The Mask right now in the form of a comic book. Why 
would you want to? Good question - we’ll try and answer it. 

The Mask: The Origin, is a CD-ROM for both PC and 
Macintosh. It’s not a game; rather, it is (and I quote) “...the 
first in a series of interactive comics designed to merge 
traditional comic book experiences with cutting edge visual and 
effects in telling stories". In other words, it's a couple of 
whacked on a CD with music and speech thrown in and 
no animation to speak of. That’s right, all the pictures 
comic book stills; ie, they don’t move. Geddit? 

We didn't find the concept terribly exciting, but the visuals 
nice (as nice as they would be on paper) and the sound is 
good too (lots of different actors), so if you see the 
and get completely blown away, this could be the CD- 
ROM experience you've been waiting for. 


k. 
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VJNul 

CYBERSPACE...85.50 

NOCTROPOUS.95.00 

WINGS OF GLORY.95.00 

latosag 1 

BIO FORGE.95.00 

NOCTROPOUS.... 95.00 

SYSTEM SHOCK.95.00 

US NAVY FIGHTER.95.00 

WING COMMANDER 3.123.50 

JOYSTICKS/ACCESSORIES 

PC COMMANDER.49.95 

CH JETST1CK...89.95 

GRAVIS ANALOG.69.95 

GRAVIS PC GAMEPAD .59.95 

THRUSTMASTER.149.95 

THRUSTMASTER PRO. 229.95 

SOUND CARDS & CD ROMS 

SOUNDBLASTER V2.0. 99 00 

ULTRASOUND CARD. 249.00 

ULTRASOUND MAX CARD 399.00 
CD ROM DRIVE..299.00 

-jjjprirrlTmti 

CONTROL PADS & JOYSTICKS 

ADVANTAGE JOYSTICK.99.00 

ARCADE PRO JOYSTICK .79 95 

QUICKJOYTOPFIGHTER ........99 95 

OFFICIAL CONTROL PAD.. 35.00 

ACCESSORIES 

SUPER NES DECK__149.00 

AV CABLE..25.00 

MULTI TAP 4 WAY ADAPTOR . 65.00 
PRO ACTION REPLAY MK2 .. 99.95 
PROGRAMMABLE ADAPTOR 65.00 

SUPER GAME BOY.119.00 

TITLES 

ADDAMS FAMILY VALUES.... 85.50 

ALIEN 3.76.00 

BARKLEY SHUT UP/JAM..... 104.50 

BATTLETOADS.76.00 

BEASTBALL..85.50 

BRETT HULL HOCKEY.104.50 

BRUTAL PAWS OF FURY . .. 114.00 

CHAOS ENGINE.85.50 

CHOPUFTER 3.85.50 

CLAYMATES.. 85.50 

COOL SPOT. 85.50 

DESERT FIGHTER.104.50 

DONKEY KONG COUNTRY... 95.00 

DOUBLE DRAGON 5..95.00 

EARTH WORM JIM.133.00 

EMPIRE STRIKES BACK.76.50 

ESPN BASEBALL...85.50 

FIFA INT. SOCCER.104.50 

FLINSTONES_ 85.50 

INDIANA JONES.114.00 

INDY CAR NIGEL MANSELL 133.00 

JUNGLE BOOK.133.00 

■ JUNGLE STRIKE.SOON 

JURASSIC PARK.89.00 

JURASSIC PARK 2_104.50 

LEGEND.85.50 

LEMMINGS 2.114.00 

UON KING.133.00 

MARIO KART.76.50 

MAXIMUM CARNAGE.114.00 

MICHAEL JORDAN ADVENTURE 114.00 

MICKEY MANIA ..114.00 

MICRO MACHINES.SOON 

MORTAL KOMBAT2.133.00 

NBA JAM.133.00 

REN & ST1MPY TIME WARP 104.50 

RETURN OF THE JEDI .133.00 

ROCK 'N' ROLL RACING . 104.50 

SEA QUEST (DSV).104.50 

SECRET OF MANA..... 76.00 

SHAQFU-SHAQUILLE O'NEILL 114.00 

STARGATE.133.00 

STAR TREK DEEP SPACE 9 104.50 

STAR TREK NEXT GEN. 104.50 

SUPER BATTLETANK 2. 104.50 

STUNT RACE FX (TRAX).95.00 

SUPERDROP ZONE.95.00 

SUPER METROID.95.00 

SUPER MORPH.85.50 

SUPER PUNCH OUT.66.50 

SUPER STREETFIGHTER 2 ... 95.00 

SUPER STRIKE EAGLE.85.50 

TAZMANIA.85.50 

T2-ARCADE GAME. 85 50 

TIMESLIP.57.00 

TROY AIKMAN.104.50 

TRUE UES.133.00 


Hundreds more titles available on all formats ★ Best prices ( 
New titles arrive daily, all at discount prices 
We trade & sell used Sega and Nintendo cartridges & IBM CD 
Hardware and Accessories ^ - 

Free mailing list Jp 

Toll free order line , 


Free members card on purchase of a control 
deck, hand held unit or once you have spent $300. 
Members entitled to an extra 10% off discounted prices. 


TOTAL CARNAGE. 

TROY AIKMAN. 

_76.00 

.104.50 

TURN 4 BURN . 

.104.50 

VORTEX . 

.114.00 



UON KING . 

.57.00 

WARIO'S WOODS.. 

.47.50 


MORTAL KOMBAT II. 

_66.50 

SEA QUEST. 

.66.50 


Sa 

GAME GEAR CONSOLE 

189.00 


MORTAL KOMBATII.... 85.50 


SEGA 


MEGADRIVE A 6B CONTROL 149.00 
CONTROLPADS/JOYSTICKS 


ARCADE PRO JOYSTICK .... 79.95 
6B 6 BUTTON CONTROL PAD 29.95 

REMOTE (2 PLAYER)_ 95.00 

SG PROPAD 2. 45.00 

SG PROGRAM PAD 2_ 79.95 

ACCESSORIES 

4 WAY ADAPTOR (E A). 39.95 

AV CABLE (MDII). 29.95 

PRO ACTION REPLAY MK2 99.95 
RF CABLE & SWITCH (MDII) 39.95 

UNIVERSAL ADAPTOR. 45.00 

TITLES 

ACME ALL STARS. 104.50 

ADDAMS FAMILY VALUES.. 76.00 

ANDRETTI RACING. 95.00 

BALLZ.104.50 

BEASTBALL. 85.50 

BEAVIS 4 BUTTHEAD. 95.00 

BLOODSHOT...104.50 

BUBBA-NSTIX...104.50 

BUBSY2...... 123.50 

CAPTAIN HAVOC_104.50 

CHAOS ENGINE.104.50 

DAZE BEFORE XMAS.. 85.50 

DESERT STRIKE .. 47.50 

DOUBLE DRAGON 5. 85.50 

EA SPORTS TENNIS. 95.00 

EARTHWORM JIM. 133.00 

ECCO DOLPHIN 2. 95.00 

EXO SQUAD._.104.50 

FATAL FURY 2 .. 133.00 

FIFA SOCCER *95_ 95.00 

FUNK. 85.50 

FLINSTONES. 76.00 

HURRICANES... 133.00 

ITCHY 4 SCRATCHY.104.50 

JUNGLE BOOK 4 CD.123.50 

KAWASAKI CHALLANGE. 104.50 

LA RUSSA BASEBALL '95 ... 95.00 
LAWNMOWERMAN. 95 00 


LEMMINGS 2. 95.00 

LION KING. 95.00 

LOTUS TURBO CHALLENGE 47.50 

MADDEN NFL '95 . 95.00 

MAXIMUM CARNAGE. 133.00 

MICRO MACHINES.. 66.50 

MICKEY MANIA. 95.00 

MIGHTY MAX. 76.00 

MLBPA BASEBALL._ 95.00 

MORTAL KOMBAT II.133.00 

NBA LIVE 95 . 95.00 

NEWMAN HAAS INDY CAR . 104.50 

NHL HOCKEY 94_ 47.50 

NHL HOCKEY 95_ 95.00 

NORMY. 47.50 

PGA EUROPEAN GOLF. 95.00 

PIRATES OF DARKWATER . 123.50 

POWER RANGERS. 95.00 

PROBOTECTOR.104.50 

ROAD RASH 2_ 95.00 

SHAK FU.114.00 

SHINING FORCE 2.104.50 

SONIC 4 KNUCKLES. 95.00 

SPARKSTER.104.50 

SPEED RACER..123.50 

SS LUCIFER.104.50 

STREETS OF RAGE 3.... 133.00 

SUPER S/FIGHTER II. 133.00 

SYNDICATE. 89.00 

TAZMANIA 2. 95.00 

TROY AIKMAN. 85.50 

URBAN STRIKE. 95.00 

WHIRLWIND SNOOKER. 95.00 

ZERO. 85.50 

ZERO TOLERANCE . 104.50 

CALL FOR ANY TITLE NOT LISTED 

rwWw wmm «« W m 

MEGA CD WITH GAME_ 299.00 


ANOTHER WORLD 2.104.50 

AV88 HARRIER ASSAULT... 123.50 

BATTLECORPS.123.50 

BC RACER. 123.50 


BILL WALSH FOOTBALL. 95.00 

DRAGONS LAIR.104.50 

DOUBLE SWITCH. 95.00 

DUNE... 104.50 

FIFA INT. SOCCER.95.00 

FINAL FIGHT.109.00 

FORMULA 1 RACING.123.50 

GROUND ZERO TEXAS.104.50 

JURASSIC PARK__114.00 

LETHAL ENFORCERS. 139.00 

LINKS. 95.00 

MARKOS MAGIC FOOTBALL 123.50 

MEGARACE. 95.00 

MICKEY MANIA... 85.50 

MORTAL KOMBAT_123.50 

MYSTERY MANSION.114.00 

NHL HOCKEY'94 . 95.00 

POWERMONGER_ 95.00 

PRIZE FIGHTER..142.50 

REBEL ASSAULT-- 95.00 

SENSIBLE SOCCER.. 69.00 

SHADOW OF BEAST 2.... 69.00 

SILPHEED. 114.00 

SONIC_114.00 


SOUL STAR.104.50 

I STAR WARS CHESS. 95.00 

TERMINATOR. . 95.00 

THUNDERHAWK.114.00 

CALL FOR ANY TITLE NOT LISTED 


TKsB: 

MORTAL KOMBAT 2. 76.00 


Can for latest release games, movies 
A music videos for CD32, 3DO A CD. 

^ a®® 

PANASONIC 3DO (NTSC) ... 999.00 

PAL ADAPTER.150.00 

AD 4 D: SLAYER... 95.00 

ALONE IN THE DARK. 119.00 

BURNING SOLDIER.119.00 

ESCAPE MONSTER MANOR 95.00 

FIFA SOCCER. 95.00 

GUARDIAN WARS.119.00 

J LEAGUE VIRTUAL STADIUM95.00 
JOHN MADDEN FOOTBALL 95.00 

JURASSIC PARK. 75.00 

LOST FILES SHERLOCK HOLMES 95.00 

NEED FOR SPEED.. 95.00 

OUT OF THIS WORLD.119.00 

ROAD RASH... 95.00 

SHOCKWAVE. 95.00 

SUPER WING COMMANDER 95.00 

THEME PARK. 95.00 

TWISTED THE GAME SHOW 95.00 
CALL FOR ANY TITLE NOT LISTED 


TO TRADE SEGA/NINTENDO 
CARTRIDGES OR IBM CD SOFTWARE 

1. Call (09 227 9991) for trade value of your games. 

2. You will be given a quote, (valid 14 days) 

3. Use this value toward purchase of any software/ 
hardware we sell. 

4. Pack your software, with your name, address, phone 
number and software selection. 

Mail via registered post/courier to our address. 

5. Your order will then be despatched within 24 hours of 
receipt of your traded games. 


TO BUY SOFTWARE 

1. Call (Toll Free 1800 801047) ORDERS ONLY PLEASE 
for current price and availability of title. 

2. Credit card payments despatched same day. 

3. Payment by cheque/money order must include your 
name, address, phone number and your order. (Allow 
7 days for cheque clearance). 

DELIVERY CHARGES FOR SOFTWARE 
Under $50 ($5) $50 to $100 ($2.50) Over $100 (free) 
Delivery usually 2 days by courier or registered mail. 
(Hardware standard delivery charge will apply). 


No. 1 IN AUSTRALIA 


POSTAL ADDRESS & RETAIL SHOP: 

94A ROE St, NORTHBRIDGE WA 6003 
TELEPHONE: (09) 227 9991 

PHONE TOLL FREE: 

(STRICTLY ORDERS ONLY) 1800 801047 

SOFTWARE TRADE-IN QUOTES & QUERIES: 

TEL: (09) 227 9991 FAX ORDERS: (09) 227 1114 

HOURS OF BUSINESS (WA times) 

Mon-Thurs 9am-6pm Friday 9am-7pm 
Saturday 10am-3pm 


United quantities. No rainchecks or 
lay-bys. A delivery charge applies. 

IBM s 

THEME PARK___78 00 

PACIFIC STRIKE .. 76 00 

SUPER-NES t 

BUBSY ....40 00 

CLAY FIGHTERS ... 99 00 

MARIO IS MISSING 79 00 

PUGSLEYS SCAV HUNT .. 76 00 

STARWING . 49 00 

SPECTRE 65 50 

SUPER BATTLESHIP 66 50 

SUPER MARIO ALL STARS <S*H) .... 59 00 

SUPER TENNIS . 57 00 

VEGAS STAKES . 57 00 

WORLD CUP SOCCER *4 57 00 

WORLD LEAGUE B'BALL 57 00 

WWF ROYAL RUMBLE 65 50 

YOUNG MERLIN___ 65 50 

MEGADRIVE I 

ALADDIN _____ 66 50 

BASEBALL 2020 ... 47 50 

BLADES OF VENGEANCE 47 50 

ECCO THE DOLPHIN 47.50 

F22 INTERCEPTOR.. 47.50 

FIFA SOCCER...60 00 

GODS 47 50 

HAUNTING _ 47.50 

JUNGLE STRIKE .... 47 50 

LA RUSSA BASEBALL ... 47 50 

LEMMINGS .. 47 50 

LOTUS TURBO CHALL II ..>...47 50 

MADDEN NFL 04 .. 47 50 

NBA SHOWDOWN. 47 50 

PGA TOUR GOLF 2 ... 47 50 

SKITCHIH___ 47.50 

TECHNOCLASH .. 49 00 

TOEJAM & EARL 2 66 50 

VIRTUA RACING ......... 169 00 

MESA CO S 

BLACKHOLE ASSAULT .. 89 00 

DRACULA UNLEASHED . 99 00 


Some items may not be available 
or be out of stock at date of 
printing. No rainchecks on sale 
items. All software, new 4 used 
carries a 30 DAY WARRANTY. 
Dealer 4 Video Store enquiries 
welcome. We reserve the right to 
refuse any sale or trade. Prices 
subject to change without notice. 
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TOP TO BOTTOM: THE WiNGMAN. 
WINGMAN EXTREME AND THE BlRD. 


BUT WHAT KIND OF BIRD IS IT? 


Neui 
Stick 
of Joy 

Hot new gizmos for lovers of all things ergonomic this month 
include these three fantastic products. From Logitech, we have 
the new WingMan (should that be WingPerson?) and WingMan 
Extreme joysticks, and from VIR systems, The Bird, a spunky 
new "Virtual Joystick". Oooh. All that plastic sends a shiver 
right up and down our collective spine. 

UUingman and (JUingman Extreme 

If there's one thing Logitech know about it's making joysticks 
(they like to call it “Senseware'’ but they can’t fool us with their 
fancy, newfangled terminology). They’ve added two more to the 
ver-growing bundle, specifically aimed at 
|uite possibly the most hard core consumer 
roup imaginable, PC flight sim enthusiasts. 
The standard WingMan stick supports 
II existing two-button, throttle control 
light sims; indeed, it’s compatible with all 
kames using two-button sticks. We found 
ts stylish combination of rubber and 
molded plastic highly appealing. 

The WingMan Extreme uses the same 
nterface as the Thrustmaster and works 
[with your fave games as either a two or 
four-button stick. It's heavy duty, man, 
and at least as attractive as the stan¬ 
dard WingPerson. 

Roger Bolton (no relation to the balding, 
poodle look-a-like crooner of the same 
Surname), our resident PC nerd and Net 
Freak tried them both on a variety of 
games and gave them the big thumbs 
(among other things) up 
The WingMan and WingMan Extreme 
Doth come with a one-year warranty and 
r etail at $55 and $95 respectively. Keep an 
jye out for them if you’re in the market 
For a quality stick. 

The Bird 

The Bird recently made its debut at the 
^stralian VR conference, "Worlds 
Beyond Reality” in Melbourne. We 
veren't they, but we're assured it was a 
uccess. And why not? The Bird is a very 
lot looking piece of hardware. Basically 
t's a cordless, pistol-grip controller. It 
oesn’t have a base; it just sits in your 
and. Hence, it’s a "virtual” joystick. 
Funnily enough, The Bird been designed by none other than 
Aussie Rock Legend Don "Cold Chisel/Catfish/that bloke with 
Tex and Charlie" Walker and his company, VIR Systems. It's 
their first foray into the PC market of their "Attitude Sensing 
Technology”, which they designed to sense attitude, apparently. 

The Bird is fully Bi-handed (that's no sin in this day and age, I 
assure you), has no software drivers and is 100% IBM PC soft¬ 
ware and hardware compatible. The Brave New World of VR 
just gets closer and closer, doesn't it? 






i this - a new column? Yes, that’s exactly what it is. 
Ever since HYPER went on line we’ve been experimenting 
with all sorts of electronic gadgets. Occasionally, we even get 
to cruise around the Internet. Our mission: to seek out 
anything remotely interesting from the quagmire of 
exceptionally uninteresting mumbo-jumbo out there. 

The result is this column, Net Trawlin’. Anything we Find that 
we think may be of interest to you, our beloved HYPER readers, 
we'll whack in Net Trawlin’. Why did we call it Net Trawlin'? 
Well, the surfing imagery has been done to death and anyone 
who’s ever seen us try to get anywhere on the Net would know 
that trawling is the most accurate analogy of the lot. 

In the meantime, come trawl with us. let’s trawl, let’s trawl 
away (do, de, do, do, do, de, do)... 

Uma Thurman Mailing List 

Here's a little something we found in the alt.models 
newsgroup (Usenet - just one part of the thing we call "The 
Internet" - is full of all sorts of bizarre newsgroups where 
bizarre people talk about bizarre topics)... It's the Uma 
Thurman Internet digest! Yes, sad people (like Stuart) can 
subscribe to a moderated, bi-weekly digest, consisting of film 
reviews, interviews, sightings and general discussion of all 
things Uma Scarily enough a WWW site (World Wibe Web 
a user friendly, hypertext-based way to explore the Net) is on J 
it's way. To subscribe to the Uma digest, just send email t j 
uma-request@arastar com with no subject. The messa^ 
should read "subscribe uma firstname lastname" Of cou’i 
you put your own first and last name in rather than tyy 
"firstname lastname". 

Other natty newsgroups we found in J 
alt.fan Frank Zappa (for fans of recently deceased . 
rockers), alt.music enya puke puke puke (for everyonj 
alt great.ass.wheaton (for Star Trekkers, we assume) 

Guiar Internet Slaue Pit 

The coolest Web site we happened upon would have to ] 
the Gwar Internet Slave Pit. It runs through IUMA (thtJj 
Internet Underground Music Archive) and it’s full of Gwar 
comics. Gwar bios, tour info, etc. etc, etc.. If you like 
monster rock, you'll love it. Even if you don't, check it out. 
It’s very silly. Besides, Gwar did the music for the 
forthcoming Beavis and Butthead game 
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Features: 

* Instantly save your position anywhere in the game (real 
time save) 

* Restore your saved position 

* True half-speed slow motion with no music distortion 

* Built in converter allowing the use of imported games on 
your console 

What Is 'real time save*? This function mill allow you to save your 
position RNVWH€fl€ In the gome and then 90 bock and ploy It from 
that saved position. 

Unlike other gome CH€flTlNG devices, you still get to ploy the gome 
os it was designed, only you don t get sent bock to the very start of 
the level eodi time you bite the bullet! 

id or endorsed by Nintendo 


AVAILABLE NOW ONLY FROM! 

VIC 

Spnntronics video gomes 
futuristic games 

Pouier play gomes 

Toyart 

Richmond 

UJenbee 

Cast Bendelgh 
Melbourne cKy 

03*87 9996 

03 742 4493 

03 S63 7455 

03 668 9134 


sst’ 90 ”” 

Game Cellar 

Ntddrle 

Geelong 

Milduro 

U3 3/V V/U/ 

0S8 896 963 

050 881 799 

TAS: 

Game Cellar 

Game Cellar 

Hobart 

Launceston 

008 738 767 

003 347 840 

NSUi: 

Virtual Reality games 

Video game world 

Outdoor computer games 
Gamestotlon 

Arcade power 

the Video Game Shop 

fX games 

Sight and Sound games 

Bondi Junction 
Atomy 

Cmmerton 

UJoggowoggo 

fVtormon 

Charles downs 
Castle hM 

08 369 5700 

060 413099 

08 688 491S 

069 863 826 

08 906 7960 

067 221-282 

049 422 784 

08 894 5177 

QU> 

Gomebce 

Hypenone 

Game express 

Gome express 

Game express 

Mauro 

Indoorooprlly 
Browns plolns 

079 973 350 

075 275 400 

074 438 444 

07 378 4444 

07 800 8844 

WA: 

Hl-tech world 
furu A games 
furu A games 

Moyers choice 

Discount video gomes 

OSboutnt^podi 

Mtddlond 

MldcHond 

Subtocco 

09 827 9991 

09 344 4150 

09 274 7690 

09 250 1700 

09 388 3838 

SA 

Gamemanta 

Delta video games 

Game power 

Gome power 

Amdale 

Aortogosto 

Bloctoiuood 

Golden groove 

08 345 4848 

086 424 106 

06 278 1676 

08 289 1116 


Credit Card Hotline (Bankcard 

Mostetcord MSA) 1-800450352 


SUPER NINTENDO 
50/60 HZ UPGRADE 





This upgrade ujIII oHouj you* SN€S to run 17% foster (the some speed os our 
overseas counterparts) It will also give you o full screen picture with NO uoly 
horizontal borders (no more dreaded ‘letterbox* effect) AND you will also be 
able to ploy those NTSC ONtV gomes (gomes that come up with ‘this gomepoh 
Is not designed for use with your Super N€S‘ ..etc, or those that need o special 
converter to run). This will not horm the Super Nintendo, cartridges or dish 
systems, ond comes with o 1 year guarantee on all work performed 

Coll (OS) 487-9996 for more details This upgrade Is NOT approved by Nintendo 



RUN R VID€0 GRM€S STOR6? 

UJe at SPRINT can supply you with all the latest! 

For Incredible prices call us on (03) 427 9996 or fax (03) 427 0705 


06WAA6!! 

Beware of componles thot u 


I take deposits but wont deliver the goods. They know who they ora. you don t So be core 
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Ultra 64: 

It’s DOOMed! 




WINNERS 

The Earthworm Jim 
subscription uiinners 
are: SNES - 
Ben Johnson (NSUJ) 
Heath Pithouse (UIC) 
Julian Jaruis (UJR) 
Tunhla Oung (ACT) 
Carl Semmelink (QLD) 
Mega Driue - 
Benson Lout (QLD) 
Andrew Brennan (SA) 
Sam Blyth (NSUJ) 
Ron Edmonds (UIC) 
Anthony 
Couerdale (UIC) 

The winner of the 
Aura Interactor is 
Andrew Lowry from 
Perthuille in NSUJ. 
Congratulations 
Andrew, and may all 
your uibrations be 
good ones. 

The lucky people to 
win Doom 2 are: 
Steuen Hawes (SA) 
Joshua Micallef (QLD) 
Lee Dudley (NSUJ) 
Robert Christie (SA) 
Luke Annett (UIC) 
Matthew Bull (NSUJ) 
John LeRay (QLD) 
Matthew McBain(QLD) 
Tim Johnson (NSUJ 
Justin Franks (UJA) 

Hell is coming 
your way! 


Now there's a controversial 
headline if ever I've written one, but 
never fear! Even we wouldn’t be 
stupid enough to predict Nintendo’s 
/iew wonder-console will be a 
r ailure. It’s going to be a huge hit, 
o doubt about it. How do we 
now? Because you’ll be able to 
lay DOOM on it! See, the headline 
id have a purpose after all. 

ID Software, makers of DOOM, 
OOM II (funny that) and the 
hooter that started it all, 
'olfenstein 3D, have signed up as 
Itra 64 developers. Their first 
game? A special, Ultra 64 enhanced version of DOOM. Rumour 
has it that the Ultra 64 DOOM will be a blend of DOOM I and II, 
with new levels and monsters thrown into the bargain to spice 
things up. 

News of ID jumping back into bed with Nintendo after the 
Wolfenstein 3D debacle (ID were very unhappy about the 
censorship/sanitisation forced upon them by Nintendo for the 
SNES conversion) came as quite a surprise to us. But given 
Nintendo’s new found aggressiveness and relaxed attitude to blood, 
the partnership is understandable. Besides, ID are only acting as 
"creative support”. The actual game will be handled by Williams. 

Nintendo are probably more than aware of just how much 
money an Ultra 64 version of DOOM will make them. That’s 
why they want the game to be ready for the machine's launch. 
Needless to say we are looking forward to it too. 


Just when you thought computers were only 
for fun, and that educational software was only 
around to get mentioned by children as a method 
of inducing their parents into buying a machine 
that could handle Doom II, something like Dorling 
Kindersley Multi-media programs come along. 

Two of them are especially interesting: the 
“Eye-Witness Encyclopedia of Science” is a 
multi-science package featuring physics, chem¬ 
istry, natural science and some stuff that’s 
actually interesting and “Stowaway!” is a 
detailed cross-section by cross-section tour of 
an old galleon-style sailing ship. 

Both feature good graphics, sound effects, ani¬ 
mations and interesting presentation; just 
enough to keep little Johnny interested in learn¬ 
ing something once in awhile, and detailed 
enough to keep big Johnny interested after little 
Johnny has gone to bed. Dorling Kindersley Multi- 
media promise seueral more educational pack¬ 
ages in 1995 to add to the CD library. These will 
combine with the others to produce an entire 
library of educational material. Look out for Eye- 
Witness Encyclopedia of Biology and Eye-Witness 
Encyclopedia of History. Until then there’ll still be | 
plenty of room on the hard driue for Doom II. 


New Multimedia 
All-In-One PC 



The future is at our doorstep and it’s banging very, veryl 
A new 486DX2-66 PC with CD-ROM has hit the marke? 
boasts a full multimedia experience for those of you who cl 
afford it. The most remarkabe thing is, it all comes in one piece^ 

|This beast comes with CDI 
ompatibility, Sound Blaster 
nd Karaoke audio (Ok, so 
t’s not all good news!), has 
: ax/modem capabilities, full- 
creen video (the monitor 
lisn't a monitor at all — it's 
ctually a TV), Infa-red 
emote control, in-built CD- 
|ROM drive, 265 Meg hard 
isk space, 4Mb RAM and 
ill run CD movies, audio 
Ds, CD games and of course 
|it functions as a normal 
elevision, so it can also 
onnect to Sega and 
|Nintendo units! Whoa mama! 

e’ve had a look at one here 
n the HYPER office, and it 
ooks very cool indeed 
though the keyboard was 
just a bit on the poky side). It 
|comes from the folks at 
Morrow Australia Computer 
Services and there are two 
models (one with a larger 
monitor), with the smaller 
one retailing at $4,499. 
Check it out. 


k 














ARTWORK & DESIGN BY SPRINT DESIGN Ph. (03) 427 0705 


HYPER'S charts are supplied by The Gamesmen 

PC 


Mega Drive 

1. NBA Live 95 


2. FIFA Soccer 95 


3. NBA Showdown 

4. Sonic & Knuckles 

5. NHL Hockey 95 

6. European Tour Golf 

7. Aladdin 

8. Urban Strike 

9. The Lion King 

10. Streetfighter 2 


SNES 


1. Donkey Kong Country 

2, Secret of Mana 


3 Mortal Kombat 2 


4. Stunt Race FX 

5. NBA Jam 

6. Super Empire Strikes Back 

7. FIFA International Soccer 

8. Super Mario Kart 

9. WWF Royal Rumble 

10. Super Metroid 



1. Doom 2 

2. Alan Border’s Cricket 

3. The Lost Vikings 

4. Theme Park 

5. Leisure Suit Larry 5 

6. Lode Runner 

7. Colonization 

8. Quaterpole 

9. FIFA International Soccer 

10. Falcon 3.0 



Mega CD 

1. Rebel Assault 

2. FI 

3. Ground Zero Texas 

4. Lethal Enforcers 

5. Mickey Mania 


HYPER’s 
January Chart 
Predictions 


PC CD ROM 


2. Doom 2 

3. PGA Tour 486 

4. Golden Seven (compilation) 

5. Theme Park 


mmimwm 
frjqjmrm yum 





The games that should start 1995 
off the right way 
TIE Fighter 

- Defence of the Empire PC 

Hell PC CD ROM 

Ren & Stimpy - Time Warp SNES 
Rugby World Cup Mega Drive 

True Lies Mega Drive/SNES 
Road Rash 3 Mega Drive 

Super Punch Out SNES 

Soccer Shootout 
Doom 

Need for Speed 


SNES 

32X 

3DO 


SUPER NINTENDO 
50/60 HZ UPGRADE 



This upgrade mill allow your SN€S to run 17% faster (the same speed as o 
overseas counterports) It will also give you o Ml screen picture with NO ug 
horizontal borders (no more dreaded letterbox" effect) RND you will also be able 1 
ploy those NTSC ONIV gomes (gomes that come up with ‘this gomepak Is nc 
designed for use with your Super N€S* etc. or those that need a special converter i 
run). This wll not harm the Super Nintendo, cartridges or disk systems, and come 
with a 1 year guarantee on all work performed. 


Call (03) 427-9996 for more detolls. This upgrade is NOT approved by Nintendo 




features: 

* Instantly save your position anywhere In the gome (real 
time save) 

* Restore your saved position 

* True half-speed slow motion with no music distortion 

* Built in converter allowing the use of imported gomes on 
your console 


UUbat is "real time save*?. This function will ollow you to sove your 

i it from 


position RNVUJHERE in the gome and then go bock and ploy li 
that saved position 
Unlike other gomr CHEATING devices, you still get to ploy the gome 
os It was designed, only you don't get sent bock to the very start of 
‘ ulleti 


the level eoch time you bite the bulk 

Game Saver a NOT designed. manufocMed. distributed or endorsed by Nintendo 
Super Nintendo is a registered trademark of Nintendo 


RUN fl VIDEO GRM6S STORE? 

UUe at SPRINT con supply you with oil the latest! 
For incredible prices coll us on (03) 428 9630 


KWffKIt 

Beware of companies that will take deposits but won t deliver the goods. They k 
theu ore. uou don't So be coreM 

























16 »HYPER 



3D0 

Confirm 

64bit 

UJe’ue been 
maintaining for some 
time now that, shaky 
US start aside, the 3D0 
format will be a major 
player in the future of 
uideo games, whereuer 
it might he headed. 

Now, we’re more 
confident than euer. 
They’re finally getting 
their distribution right, 
the games are starting 
to come into their own, 
and more importantly, 
sales are looking up. 
They’ll get euen better 
now that the US price 
has been cut from 
$499.95 to $399.95. 
But it seems the best 
is yet to come. Vou 
should recall our 
louely news piece 
regarding the rumours 
circulating about the 
300 Mk II (codenamed 
“Bulldog”) in HVPER 
#12. Vou know - the 
64bit upgrade for 
current 3D0wners 
With tho minrl-hlnmtnn 
tech specs? See, you 
do remember. 
It is now our pleasure 
to confirm those 
rumours as fact. The 
300 Company has 
announced that its new 
“M2 Accelerator”, a 
64bit add-on for the 
upgradeable 3D0 
system, will appear on 
the shelues in ‘95. No 
word on price as yet. 
According to Trip “The 
Tripster” Hawkins, 3D0*s 
President and CEO, 
“LUe’re in the lead now 
and we’re committed to 
staying there”. 
The 64bit multi 
processor will be 
engineered and 
manufactured by IBM 
and Motorola (two uery 
handy partners to 
haue) and may euen be 
included in a future 
Power PC to be 
deueloped by 300, IBM, 
Matsushita and 
Motorola. Now that 
would be something to 
look forward too... 



Place Your Bets 

Over in wild, woolly and miserably depressing England, 
bookmakers are known for taking bets on almost anything: 
horses, dogs, football, music charts, who the next member of the 
Royal family to be caught flopping it about will be, etc. etc... 
Well, now they're even taking bets on this Christmas’ top-selling 
video game. Back the right game to come in at the top of the 
official Gallup chart and you could make some serious money. 

Check out the odds being offered by William Hill, one of the 
country’s leading bookies: hot favourite for the Chrissie honours 
is Donkey Kong Country at 6/4, then comes Earthworm Jim at 
2/1, FIFA Soccer 95 and Super SF2 both get odds of 5/1, the 
Lion King pulls 6/1, Mortal Kombat II seems a good bet at 10/1 
and Sonic and Knuckles is a rank outsider at 12/1. Interesting, 
eh? Players the world over know a good game when they see 
one, so we reckon that the British bets are a good indication of 
the Aussie Xmas charts too So it looks like we’ve got a battle 
between a worm and a donkey for top position. Ahh, the 
wonderful world of video games! 

Secret of Man a 


One of the best RPGs ever made for the SNES and the perfect 
example of Japanese masters, Square Soft's art, The Secret of 
Mana, is finally officially available in Australia. Ves, now you can 
own a genuine PAL copy of this truly wonderful game for the 
ridiculous price of around $79.95. 

Previously available only as a US import (so you had to have 
one of those pesky converters to play it), we reviewed The Secret 
of Mana way back in HYPER #5, giving it the not insubstantial 
score of 93%. It really is that good 

Even if you normally steer clear of the whole freaky- 
boy RPG scene, this is one game that is definitely 
worthy of your attention. It’s big (you’ll need about 70| 
hours to crack it), it’s beautiful - featuring some of the 
finest Mode 7 flight effects yet seen and an amazing 8- 
channel stereo soundtrack - and the action based 
combat system (no fiddly menus) means you'll never be 
bored All this AND it's Super Multitap compatible! 

With a Tap, three players can enjoy the thrills of 
fantasy exploration together (a concept we've always 
encouraged), each one controlling one of the game’s 
memorable characters. 

Of course, if you are into RPGs you've got no choice 
but to rush out and buy The Secret of Mana right now. 

It might not top Zelda as the ultimate SNES RPG but it 
certainly comes close. 



hock 
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You may recall that in the previews pages of our last issue we I 
said that Sega’s 32X Mega Drive add-on would retail for the 
rather pricey sum of $399 Well, we lied. We didn’t know it at thi 
time, mind you, but it turns out that that’s not correct. Sure, Se^ 
assured us that $399 was it and that they wouldn't be changj| 
their minds, but they have changed their minds. Twice, in factj 
First they told us that they'd now settled on $299 as the • 

Great value, or so we thought Now we've been told (aJ 
hope this is the definite price you’ll have to pay) that it j 
back up to $349, which is a bit of a bummer really But a) 
it’s still $50 cheaper than we first announced. Let’s hope it) 
that way. 
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'on can be part of the growing band of 25 million 
iternet surfers, send and receive e-mail, access the 
0,000 World Wide Web sites, the 8,000 topics from 
Isenet News, download info from anywhere on the 
Met and chat in real time to people all over the 
lobe! All you need is a computer and a modem. 


Why wait 76 years to see your next comet? 


See films like Pulp Fiction before they get released 
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t/isit the Rolling Stones web site 


et Next Online be the first Internet stop on 
our trip around the world. Next Online, via 
ilicon Graphics servers, gives you constantly 
pdated local info like: 

the Sydney gig guide • games 

Indie Oasis whole songs & artist info cheats 

previews and excerpts from games 

Rolling Stone, Hyper & • freebie 

Simply Living magazines PLUS 

Australian Music Industry Directory • direct 
'Zine excerpts Interne 


WVho needs After Dark? Log on and 
download the real thing via FishCam 

u 


Check out the graffiti in Brazil 1 


3 t new games from Sega first 


• games previews and reviews, demos, 
cheats, screen grabs and shareware 
games to download 

• freebies 
PLUS 

• direct links to the best of the other 
Internet music and games sites 
around the world 


.reader forums and live chat areas 


lall now to reserve your place your place on the Internet 

02 310 1433 

or e-mail info@next.com.au 






























The Legend Is Back... 
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SUBSCRiBE» 


If you uiant to get Rustralia’s most attractiue 
and intelligent gaming magazine quicker, easier 
and cheaper than you haue been, then the simple 
answer is to subscribe. Not only do you get a 
substantial discount from the newsagent price, 
but the magazine will be hand deliuered to your 
door before the general public get it (unless the 
Postal system stuffs us round!). 


Rlso if you subscribe this month you could be 
receiuing one of two fabulous Electronic Rrts packs 
(thanks to Efl, of course). Electronic Rrts (for those 
that don’t know) make the best sporting games in 
the world (amongst other things) and these packs 
contain their latest masterpieces. One pack is for 
Mega Driue owners, one pack is for PC owners (sorry, 
SNES owners, but you can always sell the games and 
make money!). 


The Mega 
Driue Pack 

ER Sports T-shirt 
ER Sports Cap 
FIFR Soccer ‘95 

NBA Liue ‘95 JUfclB1 1D( 

NHL Hockey Qp 


The PC Pack 

ER Sports T-shirt 

ER Sports Cap 

PGR 486 IBM CD ROM 

NHL Hockey ‘95 IBM CD ROM 

FIFR International 

Soccer IBM CD ROM 


system you own, 
uosOT&e to HVPER 
anyway,Z7erause 

II naue your gam 

£Ouered! 


Fill out this coupon and mail it to HYPER, Reply Paid 634, PO Box 634, Strawberry Hills, NSW. 2012 


Name _ 
Address 


.System 


0014 


. Postcode 


Suburb/Town___ 

Enclosed is my cheque/money order, or debit my credit card for $44.95 d Bankcard d Mastercard d Visa 

i 


Card No 
Signature 


Expiry Date 


and UJin ER S 
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PC CD ROM Games 


Are you an RPG freak? Maybe a fast 
action driving fan? Well we’ve got both 
areas covered, because we’ve got five 
copies of both Star Trail: Realms of 
Arkania and Zephyr to give away thanks to 
the Australian distributor, Directsoft. Both 
games are for PC CD ROM, so make sure 
you’ve got a CD ROM drive if you want to 
play them (otherwise you’re going to look 
pretty bloody silly). 


We told you about the SNES game saver 
last issue and now we’ve got five to give 
away thanks to Dominic at Sprint 
Electronics. These spunky little cards allow 
you to save your current game in any 
position, give you genuine slow motion play 
(which is handy for those really tricky bits) 
and they also act as a converter so you can 
play Japanese and American games. How 
much would you expect to pay? Well, 
nothing actually because you can win one 
thanks to HYPER. 

To win one tell us (in 25 words or less) why slow 
motion would come in handy while playing a video 
game. Send your entry to: 

SAVE MY GAME 

HYPER 

PO Box 634 

Strawberry Hills NSW 2012 


To have a chance to win a 
copy of these great games, 
simply send us an envelope and 
on the back put the name of the 
game you want to win (plus all 
your details of course. 

Send your entries to: 

Star Trail/Zephyr Comp 

HYPER 

PO Box 634 

Strawberry Hills NSW 2012 


nes Game Saver 
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COSHIC CORPORATION PTV LTD 


A.C.N.062 853 911 


Shop 21, Mid City Arcade 
200 Bourke st, Melbourne 



Fax: (03) 662 8134 
Mobile: 018 324 824 


PRESENTS 
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300, Otari Jaguar, Playstation [PSX], 32k, Oandai OIS, Saturn, SEC FX 


maradeiummm 


The ultimate Gamesave/Revival card is here 
(with built in NTSC converter 




We can upgrade your SNES to run 1' 
faster and with full scret 


Ue also buy and sell second hand games 
We can get any game for any system? 


— 


( If you have a laser disk(NTSC only) player,A 

_this is good news for you ?J 


{Ue can 
\ digital 


convert NTSC to PAL and PAL to NTSC on 
systems. 





Collector cards, basketball cards. Dragon Ball 2/ 

non-sport and animation etc 


MMH 


Ira® 



^Ue accept all major credit cards: Visa, Mastercard, Bankcard.^ 

^SHES, HP. 3D0, 


Jaguar, Playstation, 32X, Saturn, Banda i are all registered trademarks of their owners 
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Artwork 8 Design by Sprint Design Studio 






































Join Generation 3EX! 




-"■'tor this month’s ripper competition me’ue got our hands on gne^of Sega’s brand 
spanking nem 32K add on for the Mega Driue, plus a copy of Doom (yes, that’s 
DOOM for those of you uiho are a bit short-sighted). If you haue missed this 
issue’s couer article and last month’s preuiem, the 32H is a sexy, mushroom- > 
like deuice that mill transform your humble 16 bit Mega Driue into a 32-bit 
pomerhouse. Vou’ll be able to play Doom, you’ll be able to play Star UJars 
Arcade, you’ll be able to play Uirtua Racing Deluxe and lots, lots, lots 
more! Are you excited yet? Ilf ell, enter our competition then. 

To min the 32H plus a copy of Doom (donated by the uery 
attractiue team at Sega Ozisoft) it’s ridiculously easy. Simply 
fill in the coupon on the page (no photocopies please, so 
that eueryone has an equal chance) and send it in to us. 

Then you could be shooting, hacking, slashing, jumping 
and driuing all in glorious 32 bits. 
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Every so often a 
technological ad¬ 
vance comes along that 
changes the course of 
human history - the wheel, 
the pyramids, the printing press, 
plastic bubble wrapping. 

The Mask is not like these. 

It's better. Forget Mary Poppins. Forget 
Who Killed Roger Rabbit. Forget Howard 
the Duck (oh, you did forget Howard Lhe Duck) 
I’m here to tell ya... The Mask kicks ass. Sure, the 
plot is thinner than Mick Jagger (and stupider than Mick 
Jagger... and older than Mick Jagger - though only 
just). Who cares? We all know you don’t see a film like 
this for the plot. You see it for the side-cleaving cacks 
and the mind-crimping special effects. 

The Mask is the story of a mild-mannered looser 
Stanley Asskiss... sorry, I’ll read that again... Ipkiss... 
a wimpy bank clerk who cops more crap than Joan 
Sutherland at a Republican Party meeting, until one 
day when Stan goes down to the river, finds a floating 
mask (lucky he didn’t go to Bondi, or there may have 
been more than that floating past); pops it on... and is 
transformed into The Mask - a twisted cross between 
Pee Wee Herman and the Hulk. A devious, thieving, 
hellraising lunatic who does whatever he damn well 
pleases and says "Smokin’” a lot. 

Jim Carrey plays Stanley. Hired by director Charles 
Russell when his (m)asking price was only $450,000, 
Jim reputedly carried away a whopping $7 mil for his 
next flick Dumber and Dumber (he plays half the title 
role).Whatever the cost, he’s worth it - Jim Carrey is 
like Michael Keaton on speed; or Robin Williams on 
cocaine (come to think of it, Robin Williams is Robin 
Williams on cocaine). But most of all, Jim Carrey IS 
The Mask... his twisted facial acrobatics and wise-guy 
ad-libs gave the techno-wizards the basis of all their 
brain-blowing special effects. 

The Mask also features the babelicious Cameron 
Diaz, who, despite having a boy’s first name, is most 
girl-like in all other departments. Let me tell you - if 
she were an ape, she'd be a babe-oon. If she were a 
baseball player, she’d be Babe Ruth. If she were a 


mythical biblical monument, 
she’d be the Tower of Babe-1. (If 
she was the devil she’d be 
Beelzebabe - Ed). She can’t act to 
save her life, but who cares? I think 
you get my point. 

These two are cool... but it’s The 
Mask’s computerised animation that really 
boots butt. Carrey’s gob can do a lot, but It 
doesn’t quite stretch to turning into a Tex 
Avery-style wolf, dropping onto the table and 
flopping out a roller-door tongue, or scoffing 
down a gelignite sandwich. For these scenes, director 
Russell approached the computer fx boffins at Industrial 
Light and Magic (ILM), in San Rafael, California. Film 
images of Jimbo were composited with scads of comput¬ 
erised creations crafted by the ILMers, who’d honed 
their skills on now out-dated films like Jurassic Park, 
Terminator 2 and Back to the Future 
Steve ‘Spaz’ Williams, animation director for ILM, 
says: "As soon as I saw the storyboards. I knew this 
was going to be a fun film. When you graduate from 
animation college and you find that the only places 
doing animation are shows like Care Bears and My 
Little Pony, you want to blow your head off." 

A team of up to 100 computer loons worked for almost 
a year to create around 90 individual animation 
sequences for The Mask. They tackled the toughest 
scenes first - the mask donning sequence; the tornado 
tantrum; and a very special scene at the end that I won’t 
give away. OK then, I will give it away (sensitive readers 
look away now): a scene where Stanley’s dog Milo (he’s 
gotta be made of it) cops a face-full of mask. 

The ILM team used the same software they did for 
Jurassic Park - including Alias for modelling; Softimage 
for animation; RenderMan for rendering, and Matador 
for painting. Plus they knocked up their own customised 
code when needed - to create the Tornado effect, the 
ILMettes stirred up a program that would spin a group 
of pixels like a top, picking up colours and textures from 
Carrey’s clobber on the way. 

Then there’s the famous ‘flat guy’ sequence, where 
Carrey bounces down a hallway, flies out of a window, 
splats onto the pavement and cries “Look Ma! I’m road- 
kill!" before peeling himself back up into three dimen¬ 
sions and taking off down the street. To set-up this spec¬ 
tacle. Carrey was filmed in 35mm hamming it up in the 
hallway, and a real-life stuntman was hung out a window 
and lobbed onto a mattress. ILM visual effects supervisor, 
Scott Squires, carefully logged the shots, camera angles 
and heights of key props. Each frame was then digitised, 
and wire-frame models of the props and Mr Mask's eye¬ 
balls. teeth and tongue were built on computer, matched 
over the film scenes, rendered and seamlessly matched 
frame-by-frame with the shots of live actors, before being 


’printed’ back to 
the final Film. 

The 3D-rendered ver¬ 
sion of Carrey had motion- 
blur, which added realism to the 
scene, and was augmented by the cracks 
painted onto the live pavement. There was also a digi¬ 
tal camera shake and linear pan up the 3D model added 
by Sandra Karpman. an animation supervisor who is a 
10-year veteran of ILM. "We do what we have to do to 
sell the shot," Sandra says, "the camera moves are 
what a director of photography would have done in live 
cinematography." 

Steve ‘Spaz’ Williams, thinks The Mask is a big step 
forward in "animating unbelievable reality - making any 
man made object with 3D graphics is easy. Organics are 
hard, but do-able. Now we can use the techniques 
that work to maybe invent something new." 

"For me. making an ass on a reptile jiggle is 
boring" says the Spazster. "But if you can 
send people away laughing, there’s hope." 

Now that’s... smokin'! 
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PC CD ROM 



There is apparently an English author 
called Terry Pratchett. Being an author, 
Terry writes books, specifically "comic 
fantasy” books, according to the press 
release which accompanied a demo disk 
of the game which is based on the world 
he created. 

Now you may never have heard of Mr 
Pratchett and his tales, but you’ll proba¬ 
bly know a good game when you see it 
and the demo we’ve seen hints at great 
potential. You are Rincewind (really!), a 
wizard in a medieval (aren't they all) 
world of attractive hand-painted back¬ 
drops and cute cartoon characters. The 
goal of this adventure game wasn't 
entirely clear, but the gameplay is VERY 
much like Simon the Sorcerer - a sort of 
fantasy world for grown-ups. 

A couple of features grabbed our atten¬ 
tion; the walking inventory is a bizarre 
suitcase with legs that follows you 
around, it’s advantages over the tradi¬ 
tional system are non-existent, its cute 
value being the only purpose. There is a 
complete absence of ANY form of pop¬ 
up or on-screen menu bar. instead the 
cursor does whatever is most sensible 
when you click on something. This 
makes things very easy...maybe too 
easy. Click on EVERYTHING until 
something happens and you're away, a 
bit of backwards and forwarding and the 
game runs it’s seemingly simple course. 

Voice overs by Eric Idle (Monty 
Python), Tony Robinson (Blackadder’s 
Baldric) and Jon Pertwee (the second 
greatest Dr Who) are a treat, shaming 
other ordinary talkies with the charis¬ 
matic quality these guys give it. The 
looks are stylish and appealing, although 
not anything lavish or special. There are 
bits that are REALLY FUNNY too. It all 
looks like a charming and stress-free 
game, and we curiously await. Review 
next issue. 
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Claymation ahoy! Yes, it's the sequel 
we’ve all (well, some of us anyway) been 
waiting for, the cleverly named, C2: 
Judgment Clay. With new characters, 
new bosses, new options and even better 
looks, C2 is sure to make an impact on 
the Streetfightin’ crowd. 

Old favourites The Blob, Bad Mr 
Frosty, and Tiny are back, looking 
gooier and meaner than ever. The other 
five characters are all new. There’s 
Kangoo (no prizes for guessing he’s a 
Roo), Hoppy (a Rambo-esque bunny 
with a mean flying uppercut), Nana (a 
big banana). Octo the octopus and a big 
fat baby called Goo Goo. We ll miss 
Ickybod Clay, Blue Suede Goo, Bonkers 
and the others, but hey, I'm sure we ll all 
be more than happy with the eight 
lumps of clay at our disposal. 

Whack in a new Tournament Mode (for 
up to eight players), evil twin bosses, 
more speeds, and even more options and 
you’ve got a 24 meg muther tough 
enough to compete with the best of them. 
And, the claymation still looks amazing. 






PC CD ROM 


Available: JANUARY 
Category: RPG 
Players: ONE 

Publisher: N/W COMPUTING 


It seems that the old theme of sweaty, 
muscle-bound beef-cakes engaged in 
serious biffo. will never die. Yes, thank¬ 
fully the world is populated with enough 
RPG-enslaved-cretins like myself to keep 
at bay all those little Eccos and plumb¬ 
ing Italian dwarves. And here is some 
more fodder for our hungry fantasy- 
starved souls. Heroes of Might and 
Magic carries on the M&M torch into 
CD-ROM territory, and things look 
promising too. I mean, let’s face it — 
the Might & Magic series was OK, but 
nothing to do backflips about. There 
was always room for improvement 
(especially in the graphics department), 
and the actual gameplay was very repet¬ 
itive. Well, Heroes of Might and Magic 
should crap on all that with a combined 
fantasy/RPG/Strategy biff-fest in full 
Super VGA! Customisable computer 
foes, dozens of worlds, a huge musical 
score and cracking sound effects bids 
well. We’ll see 
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SNES 


Available: FEBFUARV 
Category: PUZZLE/ 

ACTION/RPG 
Players: ONE 
Publisher: SONY 



Ok, Ok, just relax. . . we know that 
we’ve previewed this before, but it’s 
been such a long wait, we thought we'd 
better give you a little update on the eve 
of it’s release. So far, the Addams 
Family games have all been rather 
superb (Pugsley’s Scavenger Hunt still 
being one of the hardest and coolest 
platform/puzzlers available for your 
SNES), so we’re a bit excited about 
Fester’s journey into game-dom with 
Addams Family Values. Looking very 
RPG-ish, we can all look forward to even 
more hard-to-crack puzzles. Zelda-style 
action and cute sprites. It's all looking 
very pretty, and well conceived, the plot 
of the game being Uncle Fester’s hunt 
for Pubert. You'll be creeping around, 
zapping things with electricity, searching 
for keys and all the rest of that RPG- 
type stuff, just generally being very 
kooky, ooky and spooky. At a whopping 
16-Megs, Addams Family Values looks 
like being very good "value"! Har har. 



This new graphic adventure boasts the 
very latest ellipsoid-technology polygon¬ 
generated graphics. Just say that with 
your mouth full. Now take a look at the 
screen grabs. Pretty mind-blowing eh? 
We’re talking breathtaking 3D environ¬ 
ments, fully explorable, real time action! 
Put together by a leading French anima¬ 
tor, Ecstatica will no doubt provoke 
some very ecstatic responses from the 
team here at HYPER HQ, if it plays as 
well as it looks. 

The story goes like this. . . a young 
girl lies in a coma, her dreams coming 
alive to wreak havoc on the town of 
Tirich. A solitary traveller’s simple 
quest for shelter and refreshment, 
turns into a nightmare trip into death, 
torture and demonic possession! 
Sounds like a weekend at my grandpar¬ 
ent’s place, but anyhow, there are over 
200 animated scenes to explore and a 
swag of creepy-looking and bizarre 
characters to interact with. Just add 
the bonza soundtrack and we might be 
in for a bit of a legendary game. Hold 
on tight, just dribble over the piccies 
for now, and HYPER will be there to 
give it the full treatment when it lands 
on our desk. 


PC CD ROM 




Available: DECEMBER 
Category: ADVENTURE 
Players: ONE 
Publisher: PSYGNOSIS 







































3DO 


All you racing freaks will be very excit¬ 
ed to know that you’ll soon be getting 
behind the wheel of your 3DO and doing 
head-on collisions with the best of them 
in a new Road Rash-style game involving 
sleek, modern, and very fast vehicles! 
Woooh baby! This does look rather 
incredible, and if it plays as well as Road 
Rash — there'll be wet daks all over the 
gaming world. You can view things from 
above your machine or behind the wheel, 
and there's even a rear-view mirror so 
you can check up on the pigs hot on 
your tail! The scenery looks simply stun¬ 
ning. and if the game lives up to it’s 
name, this is going to be an absolute 
corker Look forward to avoiding radars, 
driving all over the terrain (even crash¬ 
ing head-first into water), cops galore 
and no-doubt lots of hard-core action. 
The Need For Speed. We feel it! 



Available: EARLY 95 
Category: RACING 
Players: 1-2 

Publisher: ELECTRONIC ARTS 



PC/MEGA DRIVE 



I've never been sold on the idea of sim¬ 
ulated computer pinball. I mean, you 
can’t bee the whole table, you can’t feel 
that b^JI vibrating through the flipper 
button/ whinge whinge whinge! But I'm 
impressed From what we saw of the 
unfinished Psycho Pinball, the idea of 
wasting away hundreds of pinball hours 
— for free — now looks very tempting. 

The graphics are great, the table 
design is classic and even the video dis¬ 
play had the style and humour of arcade 
pinball down to a T. We had a sneak 
look at the PC version, and we can only 
pray that the Mega Drive version is close 
to being as good. There are even three 
bonus arcade games hidden away in 
there for you to discover. Pinball-wise, 
there are four very colourful tables: Fun 
Fair, Trick or Treat, Wild West and the 
Abyss (which is an extra huge one). This 
really did seem very accurate and could 
prove to be a real winner! 




Available: JANUARY 
Category: PINBALL [doh!] 
Players: 1-4 

Publisher: CODEMASTERS 
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Just when you though sanity was 
returning and life was normal again, the 
Lemmings arrive again to invade your 
thoughts, dreams and social life. 

All New World of Lemmings is actually 
Lemmings 5 - if you count Oh No More 
Lems and Xmas Lems. The new game is 
a little different from the others though; 
the Lems all have the same basic skills - 
walk, jump and block. Special abilities 
are now gained by picking up strategi¬ 
cally placed bonuses which allow tricks 
like bridge-building and wall-walking. 
This makes little difference to the way 
you play, provided you stick to the 
“pathfinder” approach of blocking-in all 
but one Lemming, who then goes about 
making the way through possible. 

Lems can be driven with greater flexibil¬ 
ity too, they can change direction with¬ 
out having to bump into something and 
blockers can be released after their duty 
is done, instead of suicide being their 
only reward for services rendered. Right- 
clicking a Lem changes their colour so 
you can track bonus carrying Lem’s in a 
crowd. What a simple yet clever idea. 

The Lemmings have decided to colonise 
the islands and the new game follows 
three of the tribes introduced in 
Lemmings 2 - Egyptian, Classic and 
Shadow. They're bigger too, apparently 
because they’re nearer! They are also far 
more animated than their ancestors, mak¬ 
ing them even more appealing for suckers 
of all things cute. It should be here very, 
very soon. Ahh, the madness awaits. 































Streetfighter II may well be the great- 
rt one-on-one fighting game ever made, 
nd we've all got a soft spot (usually a 
ig, red soft spot) for Mortal Kombat. 
ut there’s one game that many people 
link is better than both of them. What 
ame (I hear you all scream greedily)? 
amurai Shodown 

Previously available only to arcade 
>vers and the few people out there able 
d afford the excellent Neo Geo system, 
amurai Shodown is now on its way to 
II major systems: 3DO, SNES. Mega 
)rive, Mega CD, and even Gameboy and 
iame Gear. All we can say is a hearty 
and very loud), “WHOOPEE!”. 

Both the Mega Drive and SNES conver- 
ions have been handled by Takara, 
vho've made quite a habit out of bringing 
Jeo Geo games to the masses. Samurai 
lodown looks like being their best effort 
date. Andrew played the incomplete 
S game in Chicago and was mightily 
[ressed It’s got all the characters, all 
.moves and excellent play control, 
s none of Neo Geo's fancy scaling 
the sprites are a tad small and the 
s been toned down, but otherwise, 
ithful, 32 meg translation. Import 
are in the country even as we 
so keep an eye out. 

Mega Drive version features more 
he red stuff and bigger sprites, 
re's still no zooming effects, but hey, 
cares? It’s 24 meg and it looks like it 
well kick quite hard. The Mega CD 
Psion (even though it’s being handled 
ay JVC) should be basically identical, but 
the graphics and sounds will be pumped a 
tad. The screenshots look great, but 
there’s still no scaling to be found. 

In fact, lovers of all things that scale 
and rotate will only be satisfied by the 
3D0 conversion. Crystal Dynamics 
promise that it's going to be arcade per¬ 
fect, and who are we to argue with 
them? The blood, the moves, the zoom¬ 
ing in and out - it’s all there and it looks 
fab. Feast your eyes and be happy. 


3DO/SNES/MD 
MEGA CD 


Available: JAN/FEB 
Category: FIGHTING 
Players: 1-2 

Publisher: CRYSTAL DYNAMICS 
TAKARA 
JVC 




BATTLESTATIOtl II 

MULTI-SYSTEM TWIN PLAYER ARCADE CONTROL PANEL 


Super XMAS Special 


ONLY 


$i 


SAVE $100 


NORMAL PRICE &WS 








.<r 


FOR USE WITH: 


• SEGA MEGA DRIVE , Ul > 

• SEGA MASTER SYSTEM ’N 

• NINTENDO ENTERTAINMENT SYSTEM one 

• SUPER NINTENDO ENTERTAINMENT SYSTEM 

• AMIGA/COMMODORE 64 

"It's Cool, It's Fast, It's Incredible 11 
'The Best Joystick ever made" 

Now you can have your own 
"BATTLESTATION II" at this incredible price by 
ordering direct from the manufacturer. 

"Only while current stocks last" 

"IMMEDIATE DELVIERY" 


HOW TO ORDER 

Call us, Fax us, or Post in this Order Form below!! 

Please send immediately by express courier, my order to: 

Name:_ 

Address:_ 


P/Code: 


Telephone: 

ORDER: 


Code 

Description 

Qty 

Price 

Total 

BSII 

BATTLESTATION II 


99.00 


ADD FREIGHT 

9.00 

TOTAL $ 



TO COVER. 


G Enclosed is my cheque/money order for $_ 
c Please charge my credit card: 

o Master Card o Bankcard o Amex o Visa Card 


Card Number 
Exp. Date:- 


. Signature: 


MULTICOIN AUSTRALIA P/L 

Telephone: (075) 464 153 
Fax: (075) 464 033 


P.0. Box 499 

nmaa Beenleigh QLD 4207 


TOP TWO PlCS - 3 DO, BOTTOM THREE - MEQ A DRIVE 
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MEGA DRIVE 




Mega Driving lovers of fairies, goblins 
and all manner of horned creatures can 
finally stop sobbing about their no doubt 
miserable, pathetic lives and start rejoic¬ 
ing at the fact that they've got not one, 
but two classy looking RPGs to look for¬ 
ward to. The first one is Soleil. We know 
that “Soleil”- is the French word for 
"Sun”, but apart from that, we don’t 
know much. 

We can tell you this: it'll be a 16 meg 
cart and (from the quick fiddle we man¬ 
aged to get with it) it looks very much 
like an old-style “do this, do that" 
adventure with traditional Japanese 
styling - you know, lots of big headed 
kids with unfeasibly large eyes running 
around with swords and generally being 
far too cute for their (or our) own good. 

It didn’t look terribly exciting but who 
knows what could lurk underneath that 
innocuous surface? It could be the 
biggest, coolest RPG in the history of 
the universe. Then again, maybe not. 



Tfre o-f T/jor*- 

¥ /7 erf -f-fje L/&7-f- 


Now this looks more exciting - as a 
matter of fact, The Story of Thor looks 
set to be the most exciting thing that’s 
happened to Mega Drive RPGS since 
Landstalker. And it has absolutely noth¬ 
ing to do with that mallet-wielding, 
Norse God of Thunder who had his own 
crappy cartoon series way back when. 

You play Ali, a princely lad with a pen¬ 
chant for high-fashion armlets. Luckily 
enough, if you collect four of them you 
can save the world from destruction. 
Fancy that. Your powers increase 
markedly with each new piece of jew¬ 
ellery too as you run about completing 
tasks and kicking lots of monster-butt 
on the way. 

The Story of Thor follows the Zelda- 
style of "action RPG", with even more 
character moves (which you can learn as 
you go) and way cooler (not to mention 
tougher) graphics and animation. But 
will it have enough to rival Zelda’s clas¬ 
sic gameplay? All the early signs are 
promising; it’s a big budget, 24 meg 
extravaganza - they’ve even hired Yuzo 
Koshiro to do the music - and the com¬ 
bat bits play exceptionally well. Look out 
for this one. 


"Rli, I •»*-' calling to mou. 
Please, pick *•«** up." 



IF YOU INSIST - BUT I GET TO BE ON TOP 



"I nrhat reKa i ns of this Gold 

Armlet . I noir entrust its 
Powr to vjou, for you have been 
chosen to undergo a difficult 
task . ~ 



Available: JANUARY 
Category: RPG 
Players: ONE 
Publisher: SEGA 
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lot games at c i 

m 

prices 



m CD ROM 

C Raider.$24.95 

C ProPad.$19.95 

advance Gravis Analog.$69.95 

I » Gravis PC Paa.$59.95 

antrol System.$149.95 

.$85.50 

reb.$81.00 

ccer '95.$85.50 

Seven.$59.50 

.$90.00 

.$85.50 

larpet Enhanced.$92.00 

ace.$81.00 

►olis.$85.50 

ur Golf 486.$85.50 

r Enhanced.$44.95 

tine.$81.00 

ssault.$90.00 

ss - LBA.$85.50 

>am & Max Hit the Road.$63.00 

iecret Mission 1 &2.$44.95 

Strike Commander.$44.95 

system Shock.$92.00 

meme Park.$85.50 

JS Navy Fighter.$85.50 

<Ming Commander III.$111.00 

Mng Commander / X Wing.$81.00 

BM PC 

1942 Pacific Air War.$85.50 

Zolonization.$85.50 

Doom 2.$85.50 

Dr earn web.$81.00 

Empire.$36.00 

: IFA Internet Soccer.$75.50 

Quarantine.$81.00 

Sam & Max Hit the Road.$63.00 

Sim City 2000.$92.00 

Star Wars Screen Ent.$45.00 

System Shock.$85.50 

rie Fighter Defender of the Empire.$38.00 

He Fighter.$90.00 

Mng Com. Armada.$75.50 


i||f free 


SUPER NINTENDO 

Scoremaster Joystick.$69.00 

Single Head Controller.$35.95 

Super Gameboy Access.$99.00 

SN Propad.$29.95 

Bubsy.$49.95 

Donkey Kong Country.$85.50 

Earth Worm Jim.$119.00 

F Zero.$49.95 

FIFA Internet Soccer.$94.00 

Indiana Jones.$102.00 

Mickey Mania.$102.00 

Micro Machines 2.$77.50 

Mortal Kombat 2.$119.00 

Newman Haas Indy Car.$119.00 

Radical Rex.$69.95 

Ren / Stimpy Time Warp.$94.00 

Return of the Jedi.$ 119.00 

Rise of the Robots.$119.00 

Secret of Manna.$68.50 

Starwing.$49.95 

Stunt Racer FX.$85.50 

Super Mario Kart.$68.50 

Super Metroid.$85.50 

Super Street Fighter 2.$85.50 

Vortex.$102.50 

Zelda 3 Link to Past.$68.50 

GAME BOY 

Chess Master.$29.95 

Donkey Kong.$59.95 

Dr Mario.$29.95 

FI Race 4 player adapt.$29.95 

Golf.$29.95 

Itchy & Scratchy.$55.95 

Micro Machines.$62.50 

Mortal Kombat 2.$59.95 

NBA Jam.$59.95 

Super Marioland 2.$59.95 

Super Marioland.$39.95 

Wario Land.$59.95 


SEGA MEGADRIVE 

SG Propad.$29.95 

SG Propad 2 (6 But).$39.95 

Aladdin.$64.50 

Andretti Racing.$85.50 

Battletech.$85.50 

Beavis and Butthead.$85.50 

Boogerman.$85.50 

Desert Strike.$47.50 

Dynamite Heady.$85.50 

Earthworm Jim.$119.50 

Ecco The Dolphine 2.$85.50 

FIFA Soccer '95.$85.50 

Jungle Strike.$47.50 

Lethal Enforcers 2.$94.00 

Lion King.$85.50 

Mickey Mania.$85.50 

Micro Machines 2.$85.50 

Mortal Kombat 2.$119.50 

NBA Showdown 94.$47.50 

NBA Live 95.$85.50 

PGA Golf 2.$47.50 

PGA Golf 3.$85.50 

Rise of the Robots.$89.50 

Rugby World Cup 95.$85.50 

Sonic & Knuckles.$85.50 

Super Street Fighter 2.$119.50 

Urban Strike.$85.50 

MEGA 32X 

Doom.$85.50 

Virtua Racing Delux.$85.50 

MEGA CD 

Dracula Unleashed.$79.50 

FIFA Internet Soccer.$85.50 

Lethal Enforcers 2.$119.50 

Tomcat Alley.$82.50 

MASTER SYSTEM 

Lion King.$68.50 

Mortal Kombat 2.$68.50 


/(fore titfa au-oaiobie ok request/ 

delivery • for orders over 50 bucks! 



Call on Toll Free 1800 676 882 

Quote credit card number - Your order will be dispatched the same day! 


OR 


1. Call on 075 33 7200 for a free quote. 

2. Send your game, but don’t forget to make sure you include. 

. , . . , Your name, address & phone number < * /)*&/ 

Send cheque / money order - This will take 7 days to clear Your game choice & * 

Have your name, address, and phone number ready before you call! Your credit card number or cheque UQjyC/ ^ jr 

Mailing Address: P.O. Box 890, Nerang Qld. 4211 

























































































































This 


month 


ARCANE tells you 
what he thinks 
are the best 
fOlir Pinnies in 
the arcades 


today and 

why. 


I’m a Pinball wizard. 
“Tommy” was based on me, 
and although I’m not deaf, 
dumb and blind (that's a 
matter for debate - Ed) I 
know my machines pretty 
well. Before reading this 
most of you have probably 
skipped over the titles and 
have noticed that they are 
only Bally/Williams machines. 
There is a good reason for 
this - the other companies* 
machines are terrible. 
When i looked at each machine 
I took into account the 
following areas. Theme, 
Playfietd, Video screen, 
Sound, Longterm and, of 
course. Multiball. The following 
games may not be the latest, 
but they are what i consider to 
be the best in the arcades at 
the moment. They also feature 
what i consider to be the best 
value in playability and 
playfield variety. 


5© 


o look at the 
? arcade games 


The Twilight Zone Indiana Jones 


Theme: The ideas are taken from various classic tales of 
the Twilight Zone. Your goal in Twilight Zone is to achiever- 
being "Lost in the Zone" and it is only accomplished by 
completing the 14 door hidden quests first. 

Playfield: The playfield features four flippers, an elevated 
mini-playfield called "The Power", a clock and a gumball 
machine named "Powerball". It’s not until after you have 
loaded the Gumball machine with enough normal balls that 
you realise what Powerball is all about. It is actually a 
ceramic pinball which is lighter than normal balls, and 
‘lighter’ on a well cleaned playfield means fast (and I mean 
fast!). Once you've got the Powerball, it's time to get it 
back in the gumball machine for some serious points. 


Theme: Indiana Jones features characters and adventure 
from all his on-screen exploits. Everything has been 
faithfully brought to life with your main goal being to 
complete the 12 modes and achieve the "Wizard’ award 
Wizard allows the action to begin with six ball multiball, 
eternal life for 20 seconds and all switches are worth a cool 
10 million each! But it ain’t easy... 


Sound/Video Screen: There are many excellent visual 
effects, one of the best ones, combined with the sound, is 
when you are just about to multi-ball and you see a door 
with lightening surrounding it. The door looks as though 
it’s about to burst wide open, and as it pulses the machine 
yells "Don’t touch the door", until finally it explodes and 
then it’s eyes on the flippers as some serious multiball 
explodes into action. There are plenty of superb samples 
that sound like they were recorded from Rod Serling 
himself! And of course there's the essential Twilight Zone 
"do-do-do-do-do-do-do-do" that sets the scene perfectly. 


Playfield: The playfield is large with lots of hidden ramp 
and passageways. There are two main ramps in the middle 
and on the left there is a raised mini-playfield called the 
"Path of Adventure". The path tilts left to right with man 
holes in the middle. Much of the game revolves around the 
Path Of Adventure as you need to complete many of the 
Adventures to get the Wizard bonus. 


Longterm: The fourteen door quests make sure that 
there is always a goal to achieve. One thing that I found 
that appealed to me was all the gimmicky sub-games, ie. 
Battle the Power, Powerball, the Piano etc. And an all new 
feature is that once you have finished your game, if you're 
fiendishly close to being "Lost in the Zone" or that 
beautiful billion, you can trade a credit for an extra ball, 
which may seem a bit sucky, but when you can taste that 
sweet success just around the corner it’s worth it, and by 
then you’ve usually clocked up an extra couple of credits as 
freebies anyway! 


Sound/Video Screen: Indiana featured a brand new j 
digital sound system, which means that the effects and 
samples happen in time with the action, and they’re veryi 
crisp and clear There are three video modes. The first i 
entitled "Choose Wisely". This is where you must chooa 
from between five grails that are switched around very/ 
quickly, the safe one is the one that was highlighted aj 
beginning, so you'll need fast eyes! Another is the baiT 
brawl, where you have to take out as many bad guys j 
can with your pistol and gain the medallion. And the ll 
video mode is the classic cart-in-the-mine chase wherq 
must guide your mine cart left and right through a winl 
and speedy mine shaft. 


Longterm: Indiana Jones features so many things tha 
have revolutionised pinballing. Not only are there the 12 
quests to complete, but there is an abundance of playfield 
targets and mini-quests that do nothing but wonders for 
your score. Newcomers may get a little befuddled at all the 
ramps and activities on the playfield, but when you get the 
hang of where things are and how to time shots there is no 
where but up for your score to go. 


Multiball: As I mentioned before when the door bursts 
and multiball begins, look out! When you reach "Lost in the 
Zone" it's time to get ready for zany six ball action which 
sends you mad as you flick flippers like there's no tomorrow 
- it's kind of like you’re in the Twilight Zone itself! 


Multiball: By hitting the three drop targets "E-N-T", 
and shooting the hole behind them to lock the balls, an 
animation of Indy being chased by a boulder appears - shov 
time! Of course on completing all 12 quests, it’s time for 
the Wizard award and with that the manic 6 ball multiball! 
































World 


Cup 

I don t reall; 


Soccer *94 Demolition Man 


pi 


Now, I dor^really care much for soccer, but 
e's just something about this pinball that brings out the 
L of the World Cup. By beating every team you 
can get through the finals and win the World Cup 

Playfield: There is so much packed onto the small area 
that it astounds me. When you first look at the field, you 
notice a rather large soccer ball that spins furiously. It's 
purpose is send the ball whizzing down at you at great 
speeds! The idea of the game is to score goals, and this is 
done by flipping the ball at the goalie in the top left. He 
moves left and right to block the goal, so it's up to you to 
time it right and get it past him. 

Sound/Video Screen: The video mode is used 
frequently and they use the Cup's mascot. Striker. The 
animation is some of the best I have seen, being both 
plentiful and amusing. As for the sound - the crowd roars 
are fantastic and there is constant running commentary 
from the typical American Sports announcer. 

Longterm: World Cup should have no problems 
attracting both soccer fans and non-soccer fans. It s easy to 
score loads of points and scoring goals is 80 percent of the 
fun, so you’ll definitely keep you coming back for more. 

Multiball: By shooting the ramps to light strength, 
stamina, skill, speed and spirit the lock and multiball will 
now be lit, all you have to do is shoot "Final Draw” and 
you’re off. You can scoop squillions of points if you keep 
scoring goals. 


Theme: Demolition Man is of course based on the Slyj 
Stallone movie. The aim is to complete the five modes 
accessed by the "Cryo-Claw". Once completed you get the 
bonus "Demolition Time” in which you get a cool 50 
million outright, and every target is worth millions. Later in 
the game, when you’ve completed all four Multi-ball games, 
you gettne chance to shoot the right ramp for the special 
"Demolition Jackpot" which is worth all your jackpots put 
together! 

Playfield: The Playfield is riddled with ramps and lanes. 
Each ramp is set into place very well to make it possible to 
complete combos. Combos are what Demo Man is really all 
about. An arrow will light the lane (one of seven), flip the 
ball up it and then succeed by shooting up another lit ramp 
and you have two combos; by continually making lit ramps 
your combo bonus increases and so do your points. At the 
front of the machine you may have noticed two large 
handles sticking up from the sides. They control the "Cryo- 
claw" at the top left of the playfield. You use the handles to 
move the claw left and right. When the ball is over the 
mode you want to begin, press a button and the ball will 
drop. By using the handles instead of the conventional 
flipper buttons on the side, you get an extra bonus at the 
end of your ball, so it’s worth getting used to them. 

Sound/Video Screen: As with Indy, Demolition Man 
has many samples from the movie, and the sound effects 
come on thick and fast. The video screen has great 
animation - all based on scenes from the movie. 


Longterm: Once you’ve tasted getting 32 combos in a 
row you have to see how many more you can possibly do! 
Lots of gimmicky playfield action makes it worth your 
constant attention and also the daggy handles on the side 
make it all that more worthwhile! You can achieve scores 
that you have never thought possible on a pinball - the 
bonuses are huge! 


Multiball: DM has a minimal number of balls to be 
locked before Multiball begins. You can keep locking balls 
to increase the jackpot. Furthermore there are 4 Multiball 
events to complete By completing all Multiballs you get 
access to the Demolition Jackpot! 



5 Bits o’ Pinball Trivia: 

The 6 Million Dollar Man was the first 
pinball with a 6 player option. 

The first pinball with speech was 
Gorgar, back in 1979. 

The Pinball with the first One Million 
Points shot was Bally’s "Comet” in 1985. 

Harry Williams (of Williams) invented 
the tilt mechanism, way back in the ‘30's. 

Before Data East’s "Tommy” dedicated 
machine there was Bally’s 1975 machine 
"Wizard” which commemorated The 
Who’s rock opera Tommy’. 



4 
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GET USED TO THE MAP SCREEN - YOU'LL SEE A LOT OF IT THE PlSTOL SUCKS. BUT IT S BETTER THAN NOTHING 


LOOKS LIKE TROUBLE 
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YET MORE DEATH. YET MORE PIXELS 


To PC or not to PC? 

Doom on 32X is an excellent conversion, but on a fast 
486. Doom on PC is still superior. And PC owners get 
all those lovely .WAD files to play with, not to forget 
the incredibly sexy Doom 2. 

Consoles are catching up, but PC owners will still be 
the smug bastards you've always known them to be. 


I don't have to explain the plot of DOOM. After all, HYPER 
readers aren’t gibbering idiots (although we have noticed a rather 
heavy saliva content on some of your letters); you’ve all seen it on a 
PC or at least read about it somewhere (possibly even here) before. 
Besides, DOOM doesn’t have much of a plot to speak of. You’re 
simply thrown into an unbelievably realistic, maze-ridden 3-D 
rendered world, given a host of nasty weapons to play with and lots 
of ugly demons to kill. You may well be a space marine 
investigating distress calls from the Mars moon of Phobos, and you 
may ultimately wind up in Hell itself, but who cares? All you’ll care 
about is this: until you finish it, you will live, eat and sleep DOOM. 
As a consequence, you’ll probably get very smelly and lose most of 
your friends, but like I said, who cares when a game is this good? 

Killer Conversion 

If any game can sell the 32X add-on, DOOM can. No other game 
will pulfyou into it’s world quite like DOOM. If you've never played 
if you won’t believe how good it is and the best news is, it hasn’t 
lost any of it’s brilliance in the translation to 32X. 

Well, maybe it’s lost some of its brilliance. We didn’t get to finish 
the game, but according to Sega’s press release, there’s only 24 
levels here. PC gamers got 30. They could save their game 
whenever they felt like it too; of course, you can’t do that on a 
console. The graphics aren’t quite as detailed as you’ll get on a 
decent PC either, but they’re very close. 

As for the speed, it's excellent. Remember how slow Wolfenstein 
3D was on the SNE5? Forget it. DOOM on 32X is as fast and 
smooth as a shiny new row of babies' buttocks. It’s comparable to a 
486 DX/33. We didn't do scientific tests or anything, but that’s 
what it felt like to us. The window size is good too - there's a 
permanent border (you can adjust the screen size on a PC), but it’s 
only one step removed from full screen. Most PC DOOMers using 
less than a 486 DX2/66 would’ve had to use this screen size to stop 
the display from being too jerky anyway. 

The sad and crazed among you will be happy to know that all that 
famous DOOM blood and guts has come through intact too. Yep, 
when you blow an imp's head off at close range, the full compliment 
of imp blood still splatters all over you. And you don't know what 
fun is until you’ve revved up the of DOOM chainsaw. 

Play it 

Best of all though, DOOM on 32X is, well...it’s DOOM. The 
fantastic 3D architecture (stairs, alcoves, lifts, windows), the silky- 
smooth game engine, the creepy sound and tactical blasting action 
combine to create a game you'll never forget. And the controls (we 
played it with a 6-button Arcade Power Stick) are perfect: A runs, 
B shoots, C strafes and opens doors, X toggles your map and Y and 
Z change weapons. The feel is spot on: just like the PC original, you 
are there. 

If you've got a Mega Drive and you want to play DOOM, then this 
is it folks. You’ll need $299 for the 32X and another $99.95 for the 
cart. Value for money I think. Of course, the Saturn and all those 
other lovely machines to come complicate things a bit but you’ll be 
a very happy little gamer in the meantime. 


ViSUALS 

An excellent 
translation of that 
famous DOOM 
game engine and 
those famous 
DOOM levels. 
Fast too. 




SOUND 

Scary, very scary. 
No need to rush 
out and buy a 
sound card either. 


^2 


GAMEPLAY 

A simple object, 
simple controls and 
perfect level design 
make this as much 
fun as it always was. 


13 


LONGTERM 


No death matches, 
but the 5 difficulty 
levels (play it on 
Nightmare if you 
think you're hard 
enough!) and 24 
levels will keep you 
interested for a 
long time. 


OVERALL 




Classic game, great 
translation. An 
excellent way to kick 
off a new system 
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YOU CAN T SHOOT THE CRUISERS. JUST AVOID THEM 






CLOSE 


KABOOM 


TH 
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There’s no doubt that DOOM is a winner on the 32X. but Star Wars 
Arcade? Well, I’m not really sure about this one. I suppose what it 
comes down to is this: if you're a Star Wars freak (and if you are, 
you're second in the Hierarchy of Freakdom only to Star Trek freaks) 

you’ll probably love it; but if you’re a normal, casual game player, you 
might find that there's just not enough game in there to keep you 
interested. 

That's not because it’s not a good conversion of the arcade game (in 
fact, in some respects it’s a better game than its arcade parent); it’s 
just that the arcade game had a couple of problems to begin with. It 
looks and sounds wonderful and manages to create an authentic, Star 
Warsy atmosphere, but underneath the flash, there’s just not that 
much to do. You don’t have full 360 degree movement - there’s a set 
flight path with only limited movement. Your main control is the 
throttle (slowing down and speeding up to take on enemy TIE 
Fighters) and even targeting and shooting down TIE Fighters is easier 
than it should be. 


VISUALS 

Smooth, detailed 
polygon graphics. 
You’ve never seen 
that on a Mega 
Drive before, 
have you? 


SOUND 

Great quality. 
Cool soundtrack, 
cool speech, 
cooler effects. 


Of Polygons and things 

Star Wars Arcade has two play modes to choose from; the Arcade 
mode (who would’ve guessed it?) and a specially enhanced 32X mode. 
The Arcade mode is the very same game as the one you'd play on the 
big. ugly arcade machine. The 32X mode is tougher and has levels 
you’ve never seen before. In both play modes, you can play a one- 
player game (where you control everything) or a two-player co¬ 
operative game as Pilot and Gunner. 

I never spent much time on the arcade game (it just wasn’t there for 
long enough), but the 32X conversion is excellent. I don’t know 
whether it’s "arcade perfect" or not, but one thing< 
handles polygons and it handles them well. The soun 
complete with booming Star Wars soundtrack, cutting i 


GAMEPLAY 

This is where it 
falls down. 

Fairly slow, not 
enough to do and 
none too exciting. 


LONGTERM 


Star Wars freaks 
may well go off for a 
long time, but 
others will tire. The 
two-player option 
will keep it in the 
machine a few hours 
longer though. 


OVERALL 


It’s a shame, but the only thing that lets this game down is the 
gameplay The controls are fine, but like I said at the outset, there’s 
just not enough to do. We (Stuart and I) played it solo and we played 
it as Pilot and Gunner, and at no time were we even mildly excited. 
Things tend to happen kind of slowly too; as a result, as a gaming 
experience, it falls short of the mark. 

If you grab a 32X. you should at least rent Star Wars Arcade and see 
what you think. Technically, it’s impressive. The intro sequence alone 
is worth a peak or two. You might love it, but my guess is, you’ll tire of 
it pretty soon If you don’t, buy it. 


Shows the 32X's 
promise, but it’s 
not much of a 
game really 


From the Dark Side... 

Lots of people love the Star Wars arcade game. Lots of people hate 
the Star Wars arcade game. I fall into the latter category. Sure, it’s got 
great sound and some flashy polygon graphics, but has it got 

gameplay. No sir, I don’t think so. 

It falls into the same trap as Rebel Assault in that while it looks 
superb, the gameplay is just not interactive enough. Basically, you can’t 
fly your Fighter where you want to and I wanted to fly it up, down and 
around. And Rebel Assault has the advantage of having many different 
types of levels, whereas Star Wars has basically the one style of 
gameplay throughout - shooting enemy TIE Fighters from a stock 
standard cockpit. Yawn. It was Fine at the arcades because you only 
played it for 10 or so minutes at a time. Having it at home and playing it 
Durs;pn en^^awtole tiew story. It gets very raring very q uickly. 
Stuart 
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MEGA DRIVE 



Available. NOW 
Category: PLATFORM 
Players: ONE 
Publisher: VIRGIN 
Price: $99.95 
Rating: G 
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A Gloriously Cute Chrijfcmas Tie-In | 

W6lt,4.p> heeling a lot belter since I got that off my chest, thanks 
very much. Regardless of your views on industrial espionage, you 
didn’t have to be Brainiac to figure that, after the acclaim and succ< ss 
that greeted Aladdin, it wouldn't be the last g;nmr to tie n Disney 
movie release, glorious animation, cute characters and Christmas into 
the type of package that vaguely resembles an accountant s wet 
dream. This is the second annual package and, ^ven if it lacks the jaw- ^g 
dropping element of surprise that greeted Aladdin s remarkably fluid 
and good looking movements, it’s a great achievement. The way I see 
it, anyone that can put together a platformer that I’m busting to play 
(without the use of snot, burps and farts) should automatically get a 
key to the executive wash room. 

Though I’ve yet to see the movie, my remarkable intelligence and rat 
cunning suggests to me that this game follows the story line pretty 
closely. You start as young cub Simba in the Pridelands, frolicking 
and practising your roars, with only porcupines, lizards, bugs and one 
half-arsed hyena to worry you. As you move through the levels (and 
the bonus levels) you’ll see your once cuddly hero develop rippling lion 
muscles and an attitude, as he graduates from the plains and battles 
increasingly vicious foes to claim his rightful throne, in a daringly 
clever plot that fuses Star Wars and the Prince and the Pauper into a 
seamless whole. 

Refreshing Variety 

Through it all you’ll have the beautiful animation and backgrounds 
that Disney/Virgin displayed in Aladdin and the same graceful moves 
and controls that made that game such a joy to play, not to mention a 
remarkably cute cub (in the beginning) to lavish your affection on. 
Happily, it’s not just a matter of running from left to right either, with 
the bonus levels like Bug Hunt and Bug Toss adding both stealth and 
speed to the required skills and a host of problem solving challenges 
(beginning on the delightful Roar At Monkeys/Can’t Wait To Be 
King level) as well (go for the pink monkeys, okay?). Add to that the 
fact that every level looks great (particularly the watery Hakuna 
Matata) and that some play in a refreshingly different fashion (The 
Stampede, for instance) and this is a game that could thrill you for a 
while to come. 

Certainly, if you view the levels individually they're not hard (and 
Easy level gives so many clues and lives you may as well not play) and 
once you have mastered a level it becomes something of a romp. 
However, the lack of a password system (though there are generous 
continues) can make conquering the game a test of your Zen-like 
patience, as a bare failure to master a high level can send you hurtling 
back to the back to the Pridelands to start it all again. 

I spent a fair bit of last Christmas (the period between FIFA Soccer 
challenges) marvelling to the look and feel of Aladdin. Even without 
the initial shock factor that greeted it, I enjoyed The Lion King just as 
much and found myself constantly drawn back to it - as someone who 
regards platformers with a suspicion generally reserved for members of 
the Young Liberals, it’s quite a compliment to say that this game is 
one I’m as happy to sit and watch as I am to play. Excellent. 


VISUALS 

Very beautiful, in a 
very Disney kind of 
way. The 
Stampede looks 
particularly cool. 


SOUND 

Good FX (in the 
context of the 
game) and music 
from the movie 
that will entrance 
you, if your record 
collection includes 
a bit of Elton and 
Tim Rice (and 
whose doesn’t?). 


GAMEPLAY 

Excellent, I must 
say. Some 
passwords would’ve 
been nice even if 
they would have 
shortened the life 
of the game. 

LONGTERM 


There’s plenty to 
keep you going and 
lot of variation. 
Without passwords 
you’ll be very 
familiar with it 
before you Finish. 


OVERALL 

I like this as much 
as Aladdin, and 
that's quite a bit 
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Available: JANUARY 
Category: ACTION PLATFORM 
Players: ONE 
Publisher: ACTIVISION 
Price: $99.95/5119.95 
Rating: G8 


SECRET 


REMEMBER THIS? 


In 1982 I was a mere slip of a lad, 12 years old and impossibly hand 
But I didn't spend all of my time gazing upon reflections of my 
visage in moonlit ponds; I liked to play video games too. 

was my machine and Pitfall was my game. I remember sw 
those lush jungles fondly, collecting treasures and avoidin 
all I was \ 


ake 


I loved that game. 

Looking back, I don’t know why I loved it, but I ertaiqiy wasn 
Pitfall was the hottest game around. According to Ac vision tl 
series (subsequent versions appeared on C64, Apple 2 . Pcljr|nd| 
has sold nearly 7 million units. No wonder they were keep to m 

Harry Jr 

Thankfully, it’s a very worthy sequel too. It even teaches us the importance 
of family values, highlighting a touching (in an emotional, not physical sense 
I hasten to assure you) relationship between a father (the original Pitfall 
Harry) and a son (Harry Jr). Pitfall Harry is kidnapped by an evil Mayan 
warrior Spirit (and as those of us who've lived through the experience will 
tell you, being kidnapped by an evil Mayan warrior Spirit is a real bitch) so 
Harry Jr, young and full of beans, sets off to rescue his dear old Dad. 

What makes this such a worthy sequel then? I'll let Activision’s press 
release tell you in a minute. In the meantime, bear in mind that the Mega 
Drive and SNES versions are basically identical games (same levels, same 
level design, same gameplay), so I’ll review them together. Of course, the 
SNES game has sharper graphics (the backdrops are noticeably better) 
and sounds, but then, we all take that as a given by now, don't we? 
Superior Animation: Pitfall has been animated by Kroyer Films, best 
known for its award-winning animation of Fern Gully. Old Bill Kroyer 
even did the computer animation for Tron all those years ago. The result? 
A good-looking, smooth-moving main character with heaps of moves and 
plenty of...er, character. Harry Jr runs, jumps, crawls, bungees, and flings 
his power sling around with the greatest of ease. The controls are fairly 
tight too, so you always feel in command. 

Thrilling Sound Effects. Created by Academy award winning Soundelux 
Media Labs (Cliffhanger, Home Alone, JFK etc, etc) They’re crisp and 
particularly clear. The sound of Harry’s sling cracking sent a shiver up my 
spine every time. 

Outstanding Gameplay: 10 non linear, interconnected levels and two 
bonus levels provide enthralling gameplay. Well, I don’t know if I’d call it 
"enthralling" or even "outstanding”, but it certainly is way above your 
average crappy platform fare. There's lots of things to do and aside from 
the odd moment or two of frustration (the Jaguars can really give you the 
shits), it’s generally a lot of fun doing it. The SNES version has a slightly 
better "feel" to it thanks to tighter controls (Harry seems to slide about a 
tad on Mega Drive), but no matter which version you're playing, you 
should experience at least four warm and fuzzy inner glows per half-hour. 
Hidden Classic. A reproduction of the entire Atari 2600 version of Pitfall 
is hidden inside one of the levels (look for a 1982 scorpion on a 1994 
backdrop). And it only takes up 8K of code Nostalgia freaks (ie, anyone 
older than 18) will love it. 

Throw in some big, sprawling levels (like all good platformers, there’s 
lot’s to come back for), a decent challenge and lots of tricks to master 
and you’ve got yourself a game that any self-respecting former Atari 2600 
hundred owner would be proud to own. In fact, even if you're new to the 
whole Pitfall thing, you’ll have lots of fun swinging with young Harry Jr„. 
Just don't let Harry Sr catch you. .- 
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HARRY PUSHES A BIG CART 
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VISUALS 

Lush, jungly 
backdrops and 
excellent character 
animation. Nicely 
presented too. 


HARRY'S GOT AU THE MOVES 
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SOUND 

The music’s not 
too annoying and 
the sound effects 
are extra-clear and 
extra-crispy. 


GAMEPLAY 

Way better than 
the usual stuff. 

Lots to do, good 
control. The SNES 
has a slight edge. 


64 


LONGTERM 


The levels are big, 
there’s lots of 
secrets, and you’ll 
probably want to 
play it again just 
for fun. 
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OVERALL 


THR BACKDROPS LOSE A BIT ON MD HARRY JR BUNGEES INTO THE RlVER 


OOOH, SCARY 


An imaginative and 
original take on a 
classic game. Play 
it with your Dad 
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INDY LANDS ASS UP AFTER A Bid SNOW JUMP 


THE MINE CAR RACE IS FAIRLY SCARY 


BUT THERE'S SOME BODGY MODE 7 IN THE FLYiNG BiT 






AFTER A GOOD WHIPPING 





























































































































































So what were Indiana Jones’ greatest adventures? Would 
you believe they were the ones featured in his three rather 
successful movies? If you answered "yes" then go to the top 
of the class. If you said "no" your career in capitalism could 
be a short one. The plot of the game follows that of the 
movies as closely as it can, concentrating early on the shows 
of the Himalayas and the mean streets of Cairo before 
moving to the apocalyptic conflagrations. Interspersed are 
screen grabs of Harrison, Karen Allen (Indy's original babe), 
assorted other movie heads and Sean Connery, an 
inexplicable early presence given that he didn't actually 
show up until third movie. 

Matinee Hero 

In the game itself, while it may be scenically possible to 
follow the movie, action-wise it's not quite so easy - so like 
all good (and bad) platformers LucasArts have wisely 
decided to strip out everything from the movie except the 
fighting (and that stirring Malboro Man-style theme), so we 
have Indy running sideways and taking on foes of various 
shapes and sizes, from mean human henchman to annoying 
little rats and bats. Given that Indy was a hero of the 
matinee rather than technological age his arsenal is 
somewhat more limited than, say, Arnie, and you’ll have to 
settle for fists, guns and whips if you want to get in the ring 
with this game. 

Having said that, and even given my well documented 
prejudice against platform games, this is not too bad at all 
Indy is a strong character, there actually is a plot and the 
game doesn't look too bad at all. The Indy sprite looks 
suitably rugged and unshaven, he moves pretty well and his 
ability to wrap his whip around overhanging rocks and 
buildings and swing to the other side is a damn fine touch. 
With that exception, the moves are pretty much standard 
fare, though Indy can shoot his gun at any number of angles, 
a small but important feature. One feature which 
particularly annoys me is the way that vases and crates are 
dropped onto you from windows in the streets of Cairo - 
surely one of the great video game cliches since the release of 

Alladin, and one that quite gets on my goat. But I digress. 

In amongst the standard platform-style levels you'll usually 
take on the boss in a separate challenge stage, whether it’s 
shooting rt onf^/ith him in a burning building ortlxm?on a 
^^BFicularly ugly brutPin the back of a hprse driven ca| 

>, after he’s hurled hay bales 
amusement All this in amongst 
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VISUALS 

An authentic 
looking Indy and 
some pretty decent 
backgrounds. 


77 


SOUND 

You gotta love that 
theme, but the FX 
nothing to go 
crazy about. 


AS 


GAMEPLAY 

Standard platform 
fare, but some neat 
whipping moves! 


7fl 


LONGTERM 


If platformers are 
your thing, there’s 
a bit to go on with. 


75 


OVERALL 


As movie licence 
platformers go it’s 
not too bad, but 
let’s face it the 
competition 
(Alladin aside) is 
hardly knee- 
knockingly scary 
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Available: DECEMBER 
Category: FIGHTING 
Players: 1-2 

Publisher: BANPRESTO 
Price: $99.95 
Rating: G8 
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the review. 

This is a very, very bad 
I've seen since Last Action 
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AWAY FROM IT, OK? 


in Power dangers: crappy, high camp TjShow taking 
ids of youngimpressiM^^Mspaw^^ 

-million dollar m r hdiidismg juggernaut and equal! 
Bcash-m There, now that we ve got 
references ut of the way I can get on < 




4 uite possibly the crappiest game 
i gam* that sits at the loftiest summit 


^wre. It takes aTf the^^MP^s of an overwa 
ne-on-one fighting gaj^^ see Streetfighter If 
d whacj^^^m togetl^Pso badlyJj^Mj^finished^ 
laugha^^^ftbct the Wnly thin^iHHVfced me 
office I^^^Hasms wis the sobering thought that, 
jstmas sSHBnd all, t\m totally crappy game might 
pies. Talk about frid^ping. 


Lessons in Crapness, Part I | 

Be ng the toke^ uddhist that I arn I’ve come ^realise that 

gangers, crappy a s it may be (and is), must lulfil some 
■ that purpose is this: it’s a textbook 
not to make a video game Generations of software 
he will learn from Banpresto’s mistakes and if they 
s well, the world will once more be a happy place, 
learn not to aad to a crowded game genre unless they can do 


something remotely new. They'll learn that taking short cuts in the 
animation is not a good thing. They’ll learn that games should be fast 
and preferably fun to play They’ll learn that badly distorted speech 
and woeful sound effects, whilst they may well be good for a few 
chuckles with your programming friends during development, should 
not end up in finished games. And most importantly (at least for the 
fighting game specialists), they’ll learn that two attack buttons (weak 
and fierce) aren't enough to keep people interested 

Then again, they might learn that you can churn out shit like this 
and still make money. . No, no - that’s just too horrible a possibility 
to contemplate 

Is there anything else you should know? There’s two play modes - a 
one-player story mode which lets you play as any of the five Power 
Rangers (you alternate between being a “normal” Ranger and a 
Megazord too) and a two-player battle mode which lets you choose 
from twelve characters in total Each Ranger has the same basic 
moves, but there are a few special moves unique to the particular 
colour you happen to be wearing at the time 

But if you only pick up one thing from this review. I II feel like I ve 
done my job: don't buy this game; don t rent it, don t borrow it, don t 
steal it, don't pick it up in the shops, don't even look at it. There, 
clear enough for you? 


VISUALS 


OVERALL 


A new challenger 
for the Worst 
Game Ever Made 
award. It’d 
certainly take out 
its division 


SOUND 

Annoying tunes, 
dated effects and 
poor quality 
speech. 


QAMEPLAY 

Two buttons to 
push plus the odd 
special move. 

Slow and mind- 
numbingly dull. 


LONGTERM 

I’d give you ten 
minutes, tops. 


Basic sprites, basic 
animation, repeated 
backdrops, 
bad cut scenes. 
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Available: DECEMBER 
Category: RACING 
Players: 1-8 
Publisher: US GOLD 
Price: S99.95 
Rating: G 


E A MINI MINOR. ACTUALLY, 
LIT YOU GET THE IDEA. STRE1 


Po>. r Drive is a rally-based raciiw game and, from where I'm sitting (front seat, driver's 
side) it's a pretty bloody goodone. Sure, if you're an arcad| veteranLor a Virtua Racing 
fan there won t be a lot in the top down perspeci nave you barring up, but fronti 

the gameplay point ot view this game is quite a hoot. 

As with a lot of sim-style games you've got the off-course concerns to deal with before 
you hit the track - which car to use, how much money to spend and the best way to 
allocate your meagre winnings to repair your hunk o’tin after you've trashed it on the 
circuit. On the track you’ll be faced with both time trials and head to head action, as well 
as tight, turning tracks and variable weather conditions as you try to battle your way to 
the next tour leg, with both your head and your car intact. On the way you'll be aided by 
time, speed and cash power-ups which appear on the track - picking them up when you’re 
in full rally mode is quite another story. 

The controls are very touchy and not easy to master at first, and your car will develop 
some momentum, as does the chopper in EA’s Strike series, but this difficulty factor is a 
positive rather than negative factor. The real joy of this game, for me anyway, is that it 
doesn't really try to be a full on sim - sure you’ve gotta deal with your basic rally controls 
but the game doesn't get bogged down in attempts at bogus realism - you just get out 


MY MUM HAD A GREEN COOPER S MINI ONCE 


The Navigator Says... 

You’re quite right Stretch, at least about one thing - nothing in Power Drive had me 
barring up at all (nice use of language). But then again, it’s been a long time since any 
video game had me barring up - and for that, I'm quite grateful. After all, I have to play a 
lot of games and it could get quite uncomfortable. 

But back to the game at hand. Power Drive 


YEP. "BRITISH RACING GREEN" THEY CALLED IT 


■ »s an unassuming, basically unexciting top- 
down racer. I should say that this type of game rarely excites me though, and in terms of 
presentation, Power Drive is excellent. Very user friendly too - just pick a car, enter a 
race, and away you go. Of course, the more money you earn, the more you can spend on 
even fancier cars (Fancier than a Mini Cooper S ? Never!). 

The graphics are rather nice: the tracks aren't overly detailed, but the cars themselves 
look very solid and the skid marks (on the roads, kids) are all black and rubbery. It sounds 
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IT WAS REALLY COOL 


BUT HOT AS COOL AS COOL AS THIS RED ONE 
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SOUND 

Yes, it does have 
sound. Lots of little 
engine noises to 
listen to 


7D 


GAMEPLAY 

You’re basically 
going around in 
circles, but the 
controls are good 
and it is fun 


77 


ISN'T A MINI. IT'S ABOUT TO CRASH 


ANOTHER NON-MINI. BUT IT IS GREEN 


LONGTERM 

If you want a long 

driving, this is the 
game for you 


OVERALL 


Simple, dirt-track 
racin’ fun 
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MEGA DRIVE 


Available: DECEMBER 
Category: PLATFORM BEAT 'EM UP 
Players: ONE 
Publisher: ACCLAIM 

Price: $129.95 , 

Rating: TBC 


ODY’S 


ING IT. THER 


IN’T 


HTLY BODY HAIR AND HOWLING AT THI 
ARMSTRONG DOES IT EVERY SECOND WEEKEND. 
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HEROIC SNARL 


NICE TEETH 


IT’S MICHAEL J FOX! 


WOLVEY 


UP 
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GREEN 


STUFF 
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_J thing -_. 

but whoever heard of a super hero with a short \ 

If you’re still with me (and I'm sure you're not _ 
drawing an hilarious analogy between the Marvel ( 
the 80 s Melbourne hairdresser band of the 
you'll all be relieved to know, concerns the former 
surprh ng the exploits of hard-bodied, mutated I 
dealinRvVitb prejudice and wracked by post-r 


whole Ic 
and fish 


Loopy 


me 


popularity 
anv would 


ore exciting than four 
itil Priscilla 


blokes with 


Wolverine in particular) scaling greal 
rvel universe it was no surprise that thd 
I wn cartridge. "Com ic^ni mated series, I 
|“sit, crawl, wall^^^| world encycloij 
ledictable seque^H, and is regarde^^^^He important, gil 
litant jangling olHh registers that ^^^|iies it. That bei| 
| is game is actuH OK, even if it does 
portunism float hg around the box. 

But you’ll not fi |djx> many surpri^^^^ 

M en 


en comic in wh 


lu idly discusses 
he d rather go J 

w 

sorts, though John 
is certainly not 


ch Wolverine sits 


with 


levances 


fists 


CLOSE UP. WOLVIY < 


YEP. IT S A PLATFORMER 


e the rancid t 

I've nev-r -cal 
nd a tab • cvith Ins 0 
a calm resolut cj 
boots shoulder cha r] 

come to i 
status as a i 

threat: Wolverine is in a fc 

even be some kind of mutant breeding ground, and he wants 1 
it up and then escape. The many evil mutants who in 
complex want, of course, to smash him up. It'll probably all I 
lot clearer if you have a manual to explain it all. 

All the Baddies 

Bloodstream, Cyber, LCD, Luther, Deathstrike ... all the baddies are 
there, but the meanest and nastiest mutants are calling the shots and 
they also have the scariest names - Albert and Trevor Fitzroy. Both 
graphically and gameplay wise the game shares a lot with Olympic 
Gold’s Incredible Hulk from earlier this year, and not just because they 
are Marvel characters. Both games have cartoon intros, well animated 
sprites and all the requisite fighting moves (though if you're a six 
button Streetfighter/Mortal Kombat user it’ll seem like kindergarten 
stuff). You'll work within reasonably animated backgrounds and do all 
your fighting in a standard (though not strictly right to left) platform 
environment with bosses, power ups, jumping, climbing and all the 
rest. As an added bonus, you can also access files on all the main 
characters, which detail their strengths and weaknesses along with 
comic book shots of the character in question. It's a nice touch, but if 
you're a Wolverine fan (and why would you have the game if you're 
not?) it's unlikely to tell you anything you don't know. 

And that last point is what these kind of games all really boil down to. 
While this game is fun, at least to begin with, the gameplay itself is 
certainly not startling enough to have me yelling "hold the phones!'' and 
rushing to the shop. If. however, you are a card carrying member of the 
Wolverine club you may view it differently. It's character driven and if 
you love the character you'll enjoy the game If you've nothing better to 
do and hire it, you'll have plenty of fun too. Buy it, however, and you’re 
probably rich, or a bigger mutant than Wolverine. 




e’s a coupte of j 
ents to Y pice ujT 
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the controls arerrt-B 


ViSUALS 

Good and faithful 
major sprites, but 
only workmanlike 
elsewhere. 


SOUND 

Didn't even notice, 
to tell you the truth, 
so this is neither 
good nor bad. 


GAMEPLAY 

Does what it needs 
to, with reasonable 


responsiveness, 
and a bunch of 
good moves. 


LONGTERM 

Finish it once and 
it may not be 
tempting to come 
back again. 


OVERALL 


From the same 
mould as the Hulk 
but better 
characters doesn’t 
mean you get a 
better game. 
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MEGA DRIVE 


Available: NOW 
Category ACTION 
Players: 1-2 
Publisher: ACCOLADE 
Price: $109.95 
Rating: M15+ 
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projitliU weapons, Volf whilo 
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stoolor. 


you STA 


cinq human enemies 


AUTOMAT. CAUY 


SOME BUG CARNAGE 
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I D GET THE HEAL 
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OOP!. YOU Rt S 


C«ftS HHu 
* *■ 03 T VS HAV 


SATOE I SHI I 
CODE: "Soba 
UARkSVAN 


hordes of nasty Alien 
of evil Space Crabs that 
in on your lonesome with 
of undies. "Click” - an 
lien does impre 
wall., and so on. 
it’s become a bit of a 
igs hot up again when 
headquarters have been 
Humanoid Space 
Devil Hounds! 
id hunt V kill and 

nly blast so many aliens before it becomes a tad dull. You 
I every enemy before you can get a password for that level 
s to the next one Along the way you pick up shot guns, 

, bullet proof vests, bio-scanners and other assorted 
ling a rocket launcher (joy!). A silky voiced computer 
► you of items acquired, health condition and mission 
monotone required of all cybernetic speech units. 
The aliens and space crabs are easy to kill, their tactics are a bit 
obvious (stand and wait to be killed) and they can’t open doors. 
Basically point your weapon at approaching alien, press B and then 
laugh as it’s head explodes, getting goo all over the nice, new 
spacestation Back on 


ViSUALS 

Mega Drive in sexy 
3D graphics shock! 


SOUND 

With the music off 
it rules. 


GAMEPLAY 

Kill Kill Kill! 

Thrill! Thrill! Thrill! 


30 levels of alien 

make this value for 
money. 


Captain 
couunical 
al 

















































































































SNES 



wh«<«iiir. 


WE LOVE FIREWORKS 


SPOT THE DUDER 




looksTTke^dm^sorT 


OLE 


BEAM ME UP. ER 


STUEY? 








A BOSS 




A BOSS PART 






SIMPLE, YET COLOURFUL AND EFFECTIVE 


A NICE NOSE. AND JUST A HINT OF ARROGANCE 


THIS IS ABOUT AS QOOD AS THE GRAPHICS GET 




Available: NOW 
Category: ACTION 
Players: 1-8 

Publisher: SONY IMAGESOFT 
Price: S99.95 
Rating: G 


DROP! ONE IS A CLASSIC GAME TARTED UP WITH S 
m FOR THE SUPER NINTENDO. DOES THE Oil 


NEW GRAPHICS 
LE STILL CUT IT? 


MICHAEL SOLOMON FINDS 


W: 


LOOKS LIKE A LEFTOVER INTRO FROM MICROCOSM. NOW THAT WAS A GAME THAT SUCKED 
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Once upon a time, $Kate-boards w * r. H.-hw, k.ch : 

heavy, tough skateboards were the modern face I sj jting, and tl 
advanced asset you could obtain for your deck Although they wen 
was a weightlifting achievement in itself, tat, heavy skateboards were 

994, the skater in the know rides a deck a bit larger than a paddle pop stick, and groups of Kepper-wearing young 
stand around and chortle at the size and shape of those silly “Old school” decks. Everyone knows that a tiny, slick, 


ew school” deck is the go these days, and with the kind of gymnastic feats that skaters attempt to pull off with their 
its of wood, they're probably quite correct. 

But despite this, the “Old school” is making a comehuck. Maybe some of the old decks weren’t too bad. Hell, some of 
em were prett^ood^rWtem up a bit with a dash ot ‘||^;erniitv ^g§iey run like 


Old School vs New School 

So where does Super Drop Zone fit 
timFnow, indeed^ong enough to have 
their simple graphics and sound, were 
ise mid ’80s games can hold a candle 
loom II anSfirtua Racinj 
[t you know /some of tho c e old games j 
ammers hav^m^^owork long ai 
Games like Drop Zone. A side 


this little analogy? Well, video and 
blished an “Old Sch^pl”, with gamej 
lense fun. The; 
to the digitized 


long 


[people know 1 
i-and-over-bit| 


ga 


Aren’t that bad Sure, 
ard to top the^^^M 
[zrolling classic 

as s; _ 

ch jpa 

it up a 



uter game^MM^aeen around 
Pac-man and Asteroids that, < 
t Pac-mar^^^^^^^^d that non^H 
echnological masterpieces of today s^H 


jting 1 


I shooting things; 


gameplay stakes 
Old school 
, as well 

groST^anoreturning them to a base, 
being shoi yourself And you know what? 
90s ingenuity, and it runs like buggery. 


THE GREEN THINGS (Y 


GREEN) ARE BAD. 



Simple but Fun 

The graphics in the actual game are still simple but some really 
beautiful intro graphics and excellent outer-space parallax scrolling 
has been thrown in as well. The sound is good too, with nice, clear 
speech and well executed (if bloody annoying at times) music, and the 
satisfying Old School blips and pops when you blow some poor 
bastard out of the sky. 

If you've played Defender then you know how to play SDZ. You are a 
little space man with a jet pack on your back who flies around shooting 
things. To put it simply, there are baddies in the sky and fellow goodies 
on the ground. If the green baddies touch the ground before you kill 
them, they turn red and aggro, and chase you around the screen. If they 
get you, either by touching or shooting you, you die. 

The goodies (little asterisk shaped things), move around uselessly on the 
ground waiting for you to pick them up, one at a time, and take them 
back to the base where you started the level. The idea is to do this 
without getting shot, because, funnily enough, if you get shot you die, 
and you can only do that five times. None of this namby-pamby energy 
bar and ammunition count rubbish in the Old school; you have five lives, 
unlimited bullets (which can be upgraded, incidentally, by little tokens as 
you progress), and that’s that. 

Before you sit down to play this game, scull a litre of coffee, take the 
section of your brain marked “strategy' and lob it straight out the 
window. Pure reflex is where it's at, and believe me, you’d better be 
bloody fast. True, SDZ is based on a very simple concept, but don’t make 
the mistake of thinking that it’s an easy game. On the contrary, it can be 
frustratingly hard at times. Frustrating enough to make you want to put 
your foot through the screen. For example, on occasions you can die 
totally unjustly, by some little baddie flying out of nowhere and killing 
you without giving you a single split second to get out of the way. Most 
of the time, however, it is a fair enough test of reflexes, just a damn fast 
and hard one, and it is this that makes you keep playing even with tears 
running down your face and dirty words flying out of your mouth 
Super Drop Zone is a bit like the old Powell-Peralta Tony Hawk stashed in 
the garage that you still hoon around on every now and then. It is an original 
that somehow hasn't lost its appeal. ■""" 


ViSUALS 

Apart from the 
intro screens and 
the pretty scrolling, 
they’re nothing 
special. But then, 
they don’t really 
need to be. 
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SOUND 

The SNES lives up 
to its potential 
with nice sampled 
speech and clear 
music, while 
retaining the 
satisfying "Old 
school" blips. 


&3 


GAMEPLAY 

Simple, but fun. 

Hard and fast 
enough to be the 
inspiration for God 
knows how many 
other games over 
the years. 


fi5 


LONGTERM 


This game is so hard 
and frustrating that 
you’ll become 
addicted. If not from 
enjoyment, from 
irritation at how 
easily you got out. 


as 


OVERALL 


This is a classic, 
jazzed up 
graphically but for 
all intents and 
purposes the same 
frustrating game. 
Younger gamers 
who missed it the 
first time around 
should definitely 
give it a bash. 
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MEGA DRIVE 




Available: NOW 
Category: SPORTS 
Players: 1-4 

Publisher: ELECRONIC ARTS 
Price: NO RRP 
Rating: G 


r WOULD WE EVER KNOW THAT WE’D ENTERED A NEW YEAR WITH 
ANDREW HUMPHREYS TAKES THE FIELD WITH THE LONG AWAITEI 


SCOUTING 


afilstandinQs 


Shouting 
Running 
Passing 
Tackling 
Goalies 
At tack 
Defence 
Hidfield 
Overall 

















































































It’s a terrible, terrible lesson to learn in life but nothing (yes, even 
that) is ever as good the second time around. That goes doubly for 
video games. For a sequel to really draw you in, it needs to be 
substantially better than the original. Notice I said “substantially 
better", not just “better". I’ve worded it that way to catch a 
particularly lazy group of sequels: EA Sports’ never-ending cycle of 
“This And That Sports (Insert Current Year)" games. 

When they make an effort (like they did with NBA Live 95), they 
come up with some excellent products. But when they don't, the>n 
leave you and me with a serious dilemma: to buy or not to buy, that® 
■Re question. I’ll tell you straight, right now: I wouldn't buy FIFA 
I already owned the original. It’s not a subst antially better gam] 
fact, in some ways^Blon’t think it’s as good as the original. But| 
Iget to that later-fc^nowjet’s take those claims on the back of the 


box apart, piece by piece. 

How To Make an Old Game New 

•’’Lightning Fast Gameplay - faster dribbling, passing and shots’’^ 
don’Uhinj^o^Tim. FIFA In terna tional wasn’t a particularly fast frame 

no faster. 


■ Mt want a fast soccer cart, you w, 


and FIFA 9b leels no 
Sensible Soccer 

• 'New Player Controls - pinpoint passing accuracy, improved shot 
control and blazing give-and-go’s make FIFA 95 a whole new game". 
Wrong again. It’s the same game it always was, only it feels stiffer and 
clunkier. The give-and-go’s are a nice idea, but they don’t work real 
well and you won’t use them often. 

• 'New Player Artwork and Animations". Yes, there are. Overall, 
FIFA 95 looks a bit slicker and smoother, but not by much. 

•"More Aggressive Computer Opponents". Yep, right again. 
Computer-controlled teams play tighter defence (basically, they can 
come from nowhere to tackle you just as you’re about to put a shot 
on) and a more sophisticated style of offence, so as a one player game, 
FIFA 95 is a much tougher event. It’s just a pity that your computer 
controlled team-mates haven’t smartened up too. In fact, they seem to 
have taken a few dopey pills since their last outing. This is my main 
gripe with FIFA 95: when you ve got the ball, your team-mates just 
stand there. Worse still, they all move up with you in a straight line. If 
just one of the idiots would run onto the ball or, heaven forbid, into a 
goal scoring position (that's what they used to do, after all), it'd be a 
much better game. 

•"Full Season League Mode - multi game injuries, suspensions and full 
player stat compilations". All true. With the added advantage of battery 
backup, you’ll never need to scribble down a password again either. 

As far as the number of teams goes, you're much better off with FIFA 
95 - there’s over 200 of them, including national teams (just like 
before) and teams from various regional leagues. Ever wanted to take 
Manchester United through a whole season in the English Premier 
League? Or play with AC Milan in the Italian League? Well, now you 
can. All the teams from the Brazilian, English, French, German, 
Italian. Dutch, American and Spanish leagues are tucked away inside 
the cart. There’s still no real player names, but you can still pretend 
you’re Ryan Giggs if you know which position he plays. 

• “Customizable Victory Celebrations". All that means is that 
whenever you score a goal you can press different buttons to make 
different noises. What an incredible advancement that is. As a general 
proposition though, the sound (which was one of the best bits of the 
original game) is better than ever. We especially liked the sickening 
thuds when you hack someone down. 

_ As you'll no doubt be aware by now, I was a bit disappointed with this 

THE SAME SHOT in reverse anqle game. I expected it to be a lot better than it was. Maybe I just remember 

the original as being more fun than it actually was. Needless to say, if 
you've got the first one, you don’t need this. If you want another soccer 
game, buy Sensible Soccer or wait for Sensi International. But if you’re 
new to the whole FIFA thing, you’ll probably be pretty impressed — 
especially if you’ve got three friends to play with. 



ViSUALS 


Just as pretty as it 
always was. In fact, 
it’s a bit slicker. 

SOUND 

Great sound. The 
crowd is even more 
vocal than before. 

And some idiot’s 
given them drums 
and whistles. Plus, 
some big Spanish 
man yells 
“GOOOOAL" a lot. 


TD 


TE 


GAMEPLAY 

Tougher but not 
necessarily better. 

Something just 
doesn’t feel right. 

Better as a multi¬ 
player game though. 


ao 


LONGTERM 


There’s enough in 
here to keep you 
going for ages, but 
FIFA old timers will 
be bored before 
they even start. 


a 


OVERALL 


Still a great game, 
but not as good as 
it should have been. 
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Available: NOW 
Category: ACTION 
Players: ONE 
Publisher: CORE DESIGN 
Price: $109.95 
Rating: TBC 



THROWS YOU INTO 

■ 


SOUL STAR PUTS YOU iN “A SUPERHARGED, SUB UGHT CRAFT” AND 

THE GRUESOMELY GHASTLY DEPTHS OF THE MYRKOiD STARBASEj’. FUN, FUN, FUN. 

| W CHRIS WHEELER GETS TO BLAST SOME ALIEN NASTiES... 


f 


S 




- SJ 


SOUL STAR FEATURES A LOVELY INTRO 


BUT THEN. ALL MEGA CD GAMES DO. DON'T THEY? 


LOTS OF VIDEO, LOTS OF SOUND 



THE TURBO COPTER GIVES YOU FULL 360 DEGREE MOVEMENT 


BUT IT'S TRICKIER TO CONTROL 


YOU CAN TELL THESE GUYS MADE THUNDERHAWK 




-V < '• J v - : 





HELLO. HELLO. WHAT S THiS THEN? 


,»y v ... ’• 5 ^ 

m r i 


MY, IT'S GETTING VERY BiG 


THE DEATH SEQUENCES ARE NlCE AND FiERY 










































| their lustre, I 
ng is duking it out mano-e-mar 
enace If you ever feel like this then Soul Star is for you. 

The story is pretty basic, not diverging at all from the standard 
space opera norm. You are the pilot destined to overthrow a 
savage alien fleet which has laid waste to your home planet; you 
I are its last hope, its final layer of defence, only if you succeed 
can humanity survive, only if you... blah blah blah. 

To this end you are equipped with a super space vehicle, 
suitable for a wide variety of terrains, decked out with a wide 
variety of weapons and able to be reconfigured for a wide 
variety of different uses. Even the biggest fan of the game 
will admit that there is little new in this set-up... but who 
cares, the game is excellent. 


ViSUALS 

Laser blasts, 
thunderous 
explosions, alien 
ships... Yep, its 
all there. 

SOUND 


ao 


Violence and Destruction 

In the quest to rid the galaxy of the bad guys, you are sent 
on a series of missions to facilitate their ultimate demise; 
clear away their first line of fighter coverage, secure the warp 
ship, disable its main CPU, warp to their home galaxy, etc, 
etc. Each of these missions is usually divided into three sub¬ 
missions; these must be completed in order for each mission 
to be completed. If this sounds complicated, don’t worry, a 
pre-mission brief tells what to blow up and when to do it. As 
each mission is completed you draw nearer to the final 
revenge, with the game culminating in a frenzied orgy of 
violence and destruction. 

Graphically the game is excellent, with a well-directed 
introduction serving as the launch pad into the rest of the 
game. The in-flight graphics are good, although the 
perspective does get a little monotonous after awhile (the 
camera is perched just behind the space craft). One aspect 
that does deserve special mention is the outstanding 
animation sequence triggered by your death; flames slowly 
engulfing your dying craft until it explodes in a massive 
bubble of nuclear destruction... tasty. The sound effects are 
average, with nothing really remarkable either way, although 
the choice of voices for the pre-flight briefing is good, giving 
the game a nice Star Wars feel. 

The gameplay is simple enough, though mastering the 
controls of the craft is difficult as each mission varies the 
controls slightly; the first mission the craft flies jet-style, the 
next mission - helicopter style etc. New weapons are added 
throughout and mastery of these is another challenge; 
standard lasers, guided missiles, shields and rams provide 
enough technical variety to keep you interested during the 
games single minded approach. 

The only criticism of the game is that it provides little 
variety in the over-all gameplay. While minor variations 
between the missions certainly hope to curtail this, a general 
one dimensional design ethic limits the games total appeal. 
That said, if that style of gameplay is to your liking, the 
excellent presentation and detailed production will keep you 
amused for hours. 

AH in atl, Soul Star is just the thing to waste some time on. 
While there are aliens to kill and home planets to defend 
there will always be a place for this style of game. 
"Gentlemen, good luck, the fate of the Earth rests on 

Cue dramatic music, cut to fight scene. 


Boom, Crash, Zap. 
Just like that, but a 
bit better. 



GAMEPLAY 


Stay on target. I’m 
breaking up! Stay 
on target. 



LONGTERM 


You'll be playing 
until all humanity is 
safe, but probably 
not much longer. 



OVERALL 


Wahhhhooooo! 
You’re all clear, 
kid. Lets blow this 
place and go home! 
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ENOUGH OF 


OM-UKE ACTION? WEI 


TO PUT SOME FUI 


PERSON PERSPECTIVE CARNAGE 




Available: NOW 
Category: ACTION 
Players: ONE 

Publisher: MERIT SOFTWARE 
Price: S89.95 
Rating: M 


























































































In the wake of L 
number of Doom cl 
Some of them are 
ire woeful. The F 
on?of the better 
Doori^PPi^TCnse 




ANOTHER GREEN THING. IT S A GREEN ISSU 


oom and Doo^l any 
nes have been ^^sed. 

and some 
rtress of Dr Rl i 
es. I like to thinl 


Mr 


OH 




A ROBOT AND A WOODY 


ense of humour. 

Head 


Toaster 

Like Doom this game is a firs^M^son 
ective ^t-pm-iin 


backgrounds don't quite match those 
Doom, the monsters themselves more tl 
make up for it. All of the creatures in The 
Fortress of Dr Radiaki were rendered in 
Studio and it shows. They are 
even when you get up close and 
nicely animated. What is really special 
about these beasts are their wei 
wonderful appearances; you ha 
headed robots, mutated alliga 
gets weirder and weirder as the game 
progresses! 

The game runs at lightening pace (it was 
almost too fast on my Pentium), and like 
Doom you run around killing everything 
that moves, crawls or produces fresh toast 
(scratch one toaster-headed robot)! The 
plot of the game is very simple and serves 
only as an excuse for major carnage, but I'll 
describe it anyway; the world is being 
blackmailed by an anonymous individual 
who wants one billion dollars deposited in 
his Swiss bank account or he will wreak 
nuclear destruction upon the earth 
Intelligence reports that the most likely 
person behind these threats is the eccentric 
Japanese businessman Dr Radiaki who lives 
on a secluded island The US government 
gives you the task of defeating him, so they 
fire you at the island via a torpedo tube 
armed only with a corked baseball bat! Go 
get 'em champ. 

You can control the game using a mouse 
and keyboard or joystick. The interface is very 
simple; use the directional arrows to move, 
choose your weapon and keep hitting the fire 

button. There are a large variety of weapons 
lying around the island ranging from swords 
to shotguns etc The creatures all have their 
own unique sounds, some of which are quite 
amusing. 

There’s not much else to say about The 
Fortress of Dr Radiaki, if you liked Doom 
and yearn for more of the same, albeit in a 
more humorous form, then this game 
should fit the bill perfectly. The emphasis is 
purely on action, so don’t expect any mind- 


ViSUALS 

Nice backgrounds 
generated on the 
fly, but the hook 
here has to be the 
bizarre 3D 
modelled creatures 
you encounter. 


SOUND 

Plenty of stirring 
music to go with 
the slaughter, and 
the sound effects 
are often worthy of 
a chuckle. 


GAMEPLAY 

Very simplistic, but 
this is a shooter 
after all. Run 
around fast and kill 
anything that 
moves. 


LONGTERM 


This really depends 
on whether you like 
action games, if _ 
you do then this 
game is big enough 
to keep you going 
for ages. 

OVERALL 

Not Doom III by 
any stretch of the 
imagination but it 
should keep you 
going until ' id' 
release some more 
information on 
'Quake'. 


me 

Mum 


bending puzzles. 
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I NEVER LIKED ALIEN SEX FIEND 


BUT YOU HAVE TO GIVE THEM CREDIT FOR THE NAME IT S CERTAINLY A COOLER NAME THAN. SAY. THE EAGl 



BUT HIS BOSS IS EVEN UGLIER 


COME TO THINK OF IT. YOU DON'T LOOK SO GOOD ElTHI 


































WHAT MORE COULD YOU WANT? 
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When the Inferno demo was first revealed to my honoured eyes I 
was quite simply blown away. Quietly included as part of the TFX 
CD, this five minute treat of drop-dead graphics and pumping 
soundtrack (courtesy of Alien Sex Fiend) is one of the most 
impressive things you can make your computer do. Whack it on to 
■ur friends, then plop it in the living room stereo and enjoy 
puter Game Miisic Ever Playe r loud so your 
Ineighboiifs don’t miss out o^h^urj 

Epic Sequel | 

Despite the fact HTnoactual gan^jj^enes were shown, all 
wh > saw it would I" are given anything for a play of the whole thing. 
We knew that theBraditional Wing Commander garne-styh was 
^^ined - mission Bit-scene * pR/mission etc.Bnd that it wkto 
be the sequel to EBc Epic was a lame space sim that could be 
finished in a couple a hours, with rl) inclination to ever play again. 
Oc ;an copped a boting over it, but cnos^ne honourable option of 
wh pping developdre DU) into action to further work on>the 3-D 
|Bne engine, whic ■BB^Jsed in F-29 Retaliator. TheuMSfllSI 
is evident with the engines igappearance in TFX, which is the 
pi ttiestDreteiKMBht sim around. Uo \ got Inferno, which 
pushes the system to new extremes, as it does the genre. 

Inferno is a top scorer in every important gaming department. It 
plays beautifully, and much thought appears to have been directed 
at what players enjoy doing, instead of just what looks good. Looks 
good? Looks incredible! Fly through the best looking asteroid belts 
since Privateer, fly inside any large spacecraft you happen across 
and explore it's innards at will, fly between mountains and over 
cities, even inside buildings! Anywhere! 

It's this variety and flexibility that makes Inferno a winner, plus 
the fact that the game is absolutely huge. A typical mission may 
start out with a clearly defined objective - like defending a starbase, 
but can easily evolve into a great journey through the known 
universe, as you are constantly being re-directed by your chief to 
new trouble areas. One mission can involve several mighty battles 
through every environment Inferno offers. This would normally 
make more work than fun, but the game system is so well designed 
that you just want to keep on going. A good thing too, as single 
missions can last well over an hour and require almost perfect 
performance from your wits and your joystick. 


VISUALS 

Knockout cut- 
scenes, cool techno 
interiors, TFX-style 
planet surfaces and 
deep space. A visual 
feast of variety and 
style in massive 
abundance. 




SOUND 

High-end gaming 
noises plus the 
option of running 
the funky CD audio 
for backbeat. 
Space has never 
had so much 
atmosphere. 


G AMEPLAY 

Arghh! If it wasn't 


T4 


so compelling, 
addictive and 
brilliant Inferno 
would go straight 
in the too hard bin. 


TE 


LONGTERM 


Here lies serious 
value for money - 
it's big, it's huge, 
it's enormous. 
Persevere, get 
good and enjoy it 
though to the 
distant end. 


OVERALL 




In my opinion it's 
better than TIE 
Fighter and the 
current Wing 
Commander games. 
WCIII is looking 
very hot, but for 
now this is the 
supreme space 
combat sim 


=13 


NO IT S NOT - IT S A BAD GUY! 


One Man Army 

Your fighter is the amazing Inferno craft, it's a one-man super ship 
which can take on just about anything. Normally game designers 
steer well clear of this sort of advantage, but in Inferno there is 
compensation by way of the unbelievable numerical odds which are 
stacked against you. Armed with three laser types and three missile 
types as basic weaponry, Inferno also carries a cluster missile which can take out entire squadrons in one 
shot, plus a thing called Megadeath, which is described as a “high energy, self-guided anti-matter event" 
(!). Power-ups come by way of special “pods’, these may be found near most combat zones and boost 
useful things like energy and shields. 

Space combat in Inferno is a low-risk, high-skill affair. It’s pretty hard to get killed in space, as your ship is 
just too hot Judicious use of those precious missiles and some patient laser accuracy will see you through 
most skirmishes. War inside buildings is another matter though, a fundamental part of the gameplay is 
cruising inside vast 3-D worlds of caverns and tunnels. The experience is mightily impressive and shows 
how much work has gone into the game, but be warned, it’s INCREDIBLY HARD! Often you are ordered 
to destroy things like reactors (there may be several in a large ship), and these are always located at the 
furthest possible distance from where you start. Your ship only just fits through most corridors and ANY 
contact with ANYTHING results in damage. The corridors are more twisted than the average HYPER 
reader and are guarded by fixed defences and patrolling fighters Slow right down at one of the walkways 
and you can admire the detail of the Rexxons who stand defiantly, firing madly at you as you pass. 

Back at base the full talkie cut-scenes lavish you with the artistic style we saw in the demo. Both you 
and your commander ham it up with chirpy English accents, while the evil Rexxons speak their authentic 
and incomprehensible mother tongue, with subtitles of course. Nice touch. These lengthy sequences 
provide updates on the war, and can run for several happy minutes - depending on whether you choose to 
play the light *n easy Arcade game, the whole hog Director’s Cut or the in-between Evolutionary game. 
It’s very hard to fault Inferno, perhaps some parts are too hard, others too easy. It’s a balance really. 
Regardless, you will enjoy Inferno. Burn baby burn! 
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Available: NOW 
Category: ACTION 
Players: ONE 

Publisher: ELECTRONIC ARTS 
Price: NO RRP 
Rating: TBC 


HELP. AND WHEN THE GAME IS ALREADY A WiNI 
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r their Alone in the Dark Igames/^nd Delphine Software of 
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The game takes he bizarre planet of TwinsujA 

You play Twinsen who is a tjuetch (a creature that looi^| 
kt like an anywa y!). 

Twinsun is ruled by an evil tyrant who goes bv the name of 
Dr. Funfrock (hmmm, could he be a deranged cross- 
drPP^^^Wfirock h?rea iwSjor"pl^>blen^apart fmm ms 
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pn fort unate nar^B 
ThisJ^^J^invo® 
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s a green 
lot like^ 
downfall, 


sc 
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asylum awaiting a very uncertain fate, and this is 1 
game begins. 


Awe-Inspiring Graphics 

The thing which sets Relentless apart from just about every 
other game I have seen are the amazing, incredible, awe¬ 
inspiring graphics! You really have to see it running to 
believe the glorious detail of the Super VGA backgrounds 
and the silky smooth character animations. Not only that 
but you also have full digitised speech throughout the game 
along with a beautiful soundtrack, entrancing animated cut- 
scenes and cute sound-effects. This is really five steps 
beyond anything I have seen before in this style of game. 
Relentless is essentially an arcade style adventure game 
when you get down to the nitty-gritty. You move Twinsen 
around using the keyboard, you can make him run, jump, 
creep, fight or cast spells. Objects are generally manipulated 
when Twinsen is in normal mode, just move him next to 
whatever you wish to interact with and push the spacebar. 
You will often find power-ups this way along with other 
objects which you will eventually need to finish the game. If 
you want to find out information, just talk to any of the 
quirky characters which you see moving around you. A word 
of warning; avoid soldiers and clones, they will almost always 
shoot first and ask questions later. There are a number of 
puzzles to complete within the game as well. 

Relentless is structured like an arcade game and you start 
off with three lives. Once you have completed a section you 
can then save the game and restore it to the beginning of 
that level. My only problem with Relentless was the way 
Twinsen dies with amazing regularity. The arcade structure 
means that once you've used your three lives up, it's back to 
the beginning of that level again, which can be a bit of a 
pisser the tenth time around! 

There's no doubt about it though, this game is going to be 
a huge hit. The beautiful and very cute graphical feel of the 
game makes it perfect for younger players. The quirky 
humour and occasional double-entendre makes it very 
entertaining for us old cynical bastards as well. If you want a 
game which actually has great gameplay to match the lovely 
graphics then Relentless will surely deliver 


OVERALL 


This title sets new 
standards visually 
and it has a certain 
quirky charm. Even 
if you don't like 
arcade style games, 
you’ll love this 


SOUND 

The music is 
absolutely fantastic 
and manages to 
compliment the 
graphics and cut- 
scenes perfectly. 

The sound-effects 
are very cute and 
really suit the 
quirky nature of 
the game. 

GAMEPLAY 

Arcade style action 
with plenty of 
puzzles, exploring, 
talking and fighting 
to do. Keyboard 
controls are very 
intuitive and some 
of the early 
characters give you 
an elementary 
tutorial in some of 
the finer aspects of 
gameplay. 

LONGTERM 

Relentless is a huge 
game which will 
keep most 
hardened gamers 
glued to their 
screens for ages. 


VISUALS 

A stunning looking 
game which will 
consistently leave 
you salivating onto 
your keyboard. 
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Available: NOW ^ 
Category: RPG 
Players: ONE 
Publisher: SIR-TECH 
Price: S89.95 
Rating: M 


RE NOT JUST FOR DECORATION 


THIS BIT LOOKS LIKE HISTORY OF THE WORLD: PART 


HE LOOKS 


IT HE DOES HAVE SOOTI 


SWORD. 


SORCERY, DUNGEONS 
PLAYING TIME, AND WE’RE BAC 


DRAGONS. YOU KNOW THE SCORE. iT’S FANTASY 


CHOFFEL PULLS OUT HIS 


ORD AND WAVES IT ABOUT A LOT 
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*way pens ana tne mound* 
taper. Realms of Ark ar.i a: 3tar 
1 allows players to "diary" tneir 
mtures. 

mrs may record personal entries 
\ this one) or copy conversation! 

Arkema's residents to the diar<, 
future reference or printing. 

Trail automatically records 
»rtant event information, too. 





Last year we saw the release of Blade of Destiny, an RPG based on 
a popular German pen-and-paper game. I have to say that I was not 
particularly impressed with it; the graphics were very average, the 
combat system was extremely dull and the sound was appalling. Add 
to this list of negatives an incredibly complicated character 
generation system and you have a pretty unappealing game. Now 
Sir-Tech have released a sequel called Star Trail. I was hoping for 
some major improvements on the first game and luckily I wasn t 
disappointed. 

Objects of Power 

Star Trail is set in the fantasy world of Arkania and your task is to 
find two objects of power; Star Trail which is a magical sword and 
the Salamander Gem which has the power to affect alliances 
n even the worst of enemies. The game-engine of Star Trail is 
asically a souped-up version of the one used for Blade of Destiny. 
Movement is no longer stepped but is smooth-scrolling instead. The 
combat system is still isometric, but with enhanced graphical detail. 
Thankfully the character generation system has been simplified, 
although you can still exercise a great deal of control over your 
character’s attributes if you want to and the sounds of the game are 
quite good by today’s standards. 

Star Trail is definitely a game for the hardcore role-playing crowd. 
The level of detail within the game is staggering, which means you 
have to constantly monitor your character's health and well-being. 
When you move out of towns and cities the game screen becomes a 
map of Arkania, and you’ll have to make sure you've got plenty of 
supplies before you venture out into the wilderness or you'll soon find 
your party dying of thirst and hunger. 

The game also features two levels of difficulty which can be 
accessed at any time. The CD version has better cinematics and full 
digitised speech (you can purchase the speech pack separately for 
the disk-based version if you want to). Overall I found Star Trail to 
be quite a good addition to the RPG stable, the graphics are still a 
little bit behind those of Westwood Studios and Origin, but as we all 
know great graphics are no guarantee of a good game. When it 
comes to gameplay, Star Trail is definitely ahead of the many other 
recent releases; as you have a large degree of control over 

J Ld I I (dll 13 V.UI III VIICU using O IMVUJV. aiiu .>S.J uwuiw. . ..V 

requires 25 Mb of hard drive space for the floppy version and 5 Mb 
for the CD version. It should run quite smoothly on a 386 with 2 Mb 
of RAM and it also supports a wide variety of soundcards. 

In summary, Star Trail is a great improvement over the first game 
in the Realms of Arkania series, but it is still a fairly complex RPG so 
if you’re new to the genre you may find it a bit daunting at first. The 
plot has enough twists and turns to keep most players car* t^dfor 
weeks. Recommended. 


ViSUALS 

Not bad but not 
quite up there with 
some of the 3D 
rendered epics 
from Interplay, 
Westwood Studios 
and Cryo. 


ai 
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SOUND 

A hell of an 
improvement over 
the original. If you 
have a good MIDI 
card some of the 
music is quite nice 
and the sound 
effects are definitely 
up to scratch. 


GAMEPLAY 

Star Trail is a true 
RPG offering a 
very high level of 
character 
interaction. 
Combat control is 
fairly intuitive but 
the game may 
prove a little tricky 
for beginners. 

LONGTERM 


as 


You’ll either love it 
or hate it, but 
there is definitely 
enough there to 
keep you 
entertained for 
quite some time. 


az 


OVERALL 


Not really my cup 
of tea but it should 

RPG fraternity 
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Available: NOW 
Category: SHOOT 'EM UP 
Players: ONE 

Publisher: NEW WORLD COMPUTING 
Price: $99.95 
Rating: TBC 


HECK tT OUT 


jfgjglD PLASMA RIFLES, TACTIC 
5, WE GOT KNIVES, WE GOT SHa| 


IN SHORT, WE GOT ZEPH 1 
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YELLOW DOESN'T LOOK QUITE AS BUTCH 
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VISUALS 

Here a tank, there 
a tank, everywhere 
a tank, tank. 
Great cyberpunky 
detailing. 


LONGTERM 


Bit one tracked, 
but hey, as long as 
the shrapnel is 
flying, who cares? 


THESE TWO ARE CUTE TOO 


armed ' 


a mas 


Dt I fig .1 LVixr netic* < 
fctv of jnti vehicular weaponry, 
jped ir'1;vidu jIs for the amusen 
en mav seem a strange way to mak 

he course m 'l\e world of Zephyr. This latest offering of New 
^Computing js a stylishly presented, well-conceived shoot-em-up 
ZyberpunU universe where corporate sponsored tanks 
duke it out for big prizes. 

The game takes the form of an every man for himself fight between 
six pilots in a wide variety of different arenas on a variety of different 
worlds; a water world, desert ruins of an ancient interstellar 
civilisation, corporate cityscapes, gravity challenged planets in the 
mouths of worm holes and standard cyber-colosseums Each pilot is 
sponsored by a different mega-corp; from Genericorp (‘’not your 
average company”), to Positronix (“the home of high calibre fun"). 
Each of these companies provides a different advantage (and 
disadvantage) to each of its pilots, better weapons/worse batteries, 
better speed worse weapons, better batteries worse shields etc etc. 
Graphically the game is excellent, with good tank design and detailed 
rendering of each arena Although its hard to drag your eyes away from 
the non-stop action, little details in the arenas can prove amusing 
(check out the Universal Gladiators sign on Arena One) While this kind 
of attention to detail will not save a doomed game, in this case it does 
provide the kind of cyber-environment that feeds the whole experience 
The sound effects and music are all good as well, with explosions, 
phaser shots and engine noises well up to scratch and a rock-style 
soundtrack to get the blood pumping (although one is tempted to 
replace it with the theme from Top Gun during the hairiest fighting). 

Great Atmosphere 

Another factor which adds a great ’feer to the game are the voice 
overs in the joiner scenes. They are the best I've heard, with trained 
actors obviously being employed to help generate the required 
atmosphere (I wish more computer game companies would follow this 
lead). The sheer number of different characters portrayed (each arena 
having a different owner) says a lot for the care that has been taken in 
presenting the game 

The joiner scenes in this game also require a mention Not only do 
they have excellent voice-overs (see above) but they are presented with 
such a good understanding of the Cyberpunk corporate future, as well 
as a healthy dose of humour, that one is tempted not to click through 
them in haste to get to the next level (a heartier recommendation for 
an in-between scene I cannot think of). 

The gameplay is simple enough and easily mastered; fly here, turn 
here, shoot here, laugh maniacally at your foes demise here... I, 
however, couldn't get used to flying the tank as well as turning the 
turret, but perhaps that's just me. I used the keyboard to play, but I 
suspect using a joystick may prove more useful. 

My only criticism of the game is its singular focus. There is little 
variety in the design and, therefore little to keep you interested once 
you've been playing for awhile. Although several difficulty levels may 
ease this situation, I should think that once you're bored of the game 
you will stay bored Basically you fly around and blow tanks up - no 
story, no variety; then again the same thing could be said about Doom, 
and that game is more fun than a whole sack of fun things 
All in all, Zephyr is a good action-style game; low on sophistication, 
high on fun. It’ll have your blowing the bejeezus out of hover-tanks for 
months to come. 


SOUND 

“Get back to the 
battle”. The voice¬ 
overs in the cut 
scenes are 
particularly 
impressive and the 
soundtrack pumps. 


OVERALL 


The home of high 
calibre fun! 


GAMEPLAY 

Easy. Just point 
and shoot. Who 
could ask for 
anything more? 


WHAT ARE THEY GAWKING AT? 
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Available: NOW 
Category: TANK SIM 
Players: ONE 
Publisher: NOVA LOGIC 
Price: S99.95 
Rating: TBC 
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terrain could h d *■ >ur advantage in an 
replication someun^omable manoeuvre 

ply in a manual^ 

•changed. We demanded to knW' why our F-16’s 
couldn^ kill over such pretty countryside We also demanded from 
receptive shopkeepers the fastest PCs w&could afford just to do it justice. 
Therein lies the secret, Grasshopper. Only a slow moving helicopter could 
[let the software do its thing without bogging The CPU down with 
possible workloads. Still, a couple of years dovlm the track hould have 
produced a sim with a little more pace than a chopper designed? mostly to 
motionless- OTdlyenough thbujg^ , Nova Logic has done 
posite ming. Armored Fist (no o^^us jokes her e, we're above th at) 
HBTng it on the ground in no groAt hurry at all. I 

Visibility 

il know that gameplay is what’s really 

reduce the potential of Comanche's whi; 
it poa&ble level 7 Battle-tanks have woe 
nd level in Nova Logic's world, ‘die M is positively 
Mountain in Comanche and you will understand. | 
style virtual brick which induced confuted disorient ation. This 
[best viewed from above, evejj a (moetly) full screen option 
•alleviate the problem^ Phis ain't a ^rr^^he real world 


VISUALS 

Horrors! The worlds 
best looking 3D 
engine shown in its 
worst possible form. 
Luckily the cockpits 
look cool so eye- 
strain isn't fatal. 


S 5 


SOUND 

Yes! Like playing a 
Tom Clancy novel. 
Full-on war noises 
with a gun that 
begs a sub-woofer. 
Frantic digitised 
WWIII war cries 
add much. 


fiS 


pportanC buffwhy (oh 
bang graphijfi to their 

| visibility a t best, and 
awful. Fly 

s you get 


•lace New i nvi ted by Nova Logic vttdhan dentifiable 
up and down the only resemblance to reality. 

That sad shame aside, witness a game which plays a treat. 


k warfare 

is an appealing theme for game designers, because by rights it should 
translate into a wonderful game. Mostly though, they get it horribly wrong. 
Ml Tank Platoon was about the best, even if it did suffer from chronic 
polygonitis. Armored Fist well and truly shafts poor old Ml. Designed 
predominantly as an action game, Fist combines strategic elements which 
considerably enhance both it's long term appeal and gameplay challenge. 

Like Comanche, Fist divides your fun into a series of scenarios 
comprising around 10 individual missions. Unlike Comanche though, 
the missions are based loosely on possible and current conflicts right 
here in reality. Choosing sides is a politically convenient case of 
selecting either East or West, the hardware remains the same across all 
scenarios so in practise it all boils down to America v. Russia - and by 
golly that’s the war we love best! 


GAMEPLAY 

For simulating a 
ponderous mass 
with the agility and 
stopping power of 
a falling brick... you 
can’t go past 
Armoured Fist. 


7fl 


LONGTERM 


A couple of weeks 
intensive effort 
then occasional 
fun. Militarists will 
appreciate it’s 
tactical realism, 
others it’s arcade 
flavour. 


7b 


OVERALL 


Great games are 
never ruined by 
terrible graphics, 
but this one nearly 
is. Persist though 
and quality awaits, 
this is the best tank 
sim yet 
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Yanks vs Russkies 



Because the Yanks are clever, rich and paranoid, they built the M1A2 Abrams. It is your toy of- 


choice with its 1500HP gas turbine engine and active armour which explodes outward to me et'tg g" 


force of impacting projectiles. Following the traditionally agricultural nature of Russian mtlteafy- 


hardware, the T-80 Main Battle Tank is heavy, slow and low-tech, but packs the biggestjjufiT?T 


—-~ 




the game. Actually the real reason for playing the Russians is because battles are constaAtiy- 


interrupted by a barrage of digitised soldier-talk, with the Red version winning hands dQ WTfdC" 
coolness and atmosphere, comrade. 


Into the fray, most battles begin with a short drive to the combat zone. Coma nche Vcockpit 
map shows the terrain at it’s best and little red dots show you where the killingJiefls lif jS 


ready, the moment you come into range of the bad guys they all open up and tba^' gamTng 


favourite red mist rapidly fills your view. The ticket is to adopt the sneakiness ao3S32Eiry^^ 
learnt in Comanche, and do it all in slow motion. A pop-up map with programmable-wgypoffrtyr 


together with the ability to jump into other vehicles make it a thinking.w.ar/LQQJSOEK^Q^ 
missions needing all the games resources plus a little of your own for success. 


The mechanics of combat are extremely simple, select your preferred amm unition^ 




the thumb button to make the barrel swing around and lock on to the near€6t-t^etvA4oiicb.o«. 


"TheTrig ger and a t a ~mtmmum~you~are rewarded with aexptdsi6rt " Ttfeally 


. bad-maA,- However-sometimes- you wiil suddealy-aad -unexpectedly-die. T h i 6 as 
designers have cruettytiTCtoded land mlnesi rntre^atne.^Thfeggrgat 1 wo rl d 
inconvenience in games, but I suppose we can’t complain. Like hell! Il sucks! Unfair! Theswi 

nd dazzling graphicsf Armored 1 R 



Vastly inferior to Comanche for both gaming 
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delivers the best tank game so far. Fast. int< 


cult in all the right ways. 


























































































































Available: NOW 
Category: RACING 
Players: ONE 
Publisher: PAPYRUS 
Price: S99.95 
Rating: G 


YOU RE BEHIND. SPEED UP 





ME PRESENTATION IS EXCELLENT 
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Atlanta Motor Speedway 
Hampton/ GA 
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YOU Igf GOING THE WRONG WAY! COOL 
























































































































































t uesg n ymg mm e 

-do.-. Wu fa fli ght v a r ia ti o ns i n s iz a , all th a.Nas c a*- drGu i ts ha w s b u t f ou r 



Tarrrerr'! 
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VISUALS 

I’m sure the SVGA 
option looks 
wonderful, but my 
lowly 486 DX2/66 
just isn’t up to the 
job. VGA is 
impressive, if a bit 
cluttered. 


A3 




SOUND 

Aural ecstasy and 
the game's most 
enjoyable feature. 
The ballsy V-8 
rekindles fond 
memories of your 
first Daytona drive. 


GAMEPLAY 

Not a lot. This is 
not racing, it is 
survival of the most 
careful. The art to 
taking corners well 
is easily learnt and 
less than satisfying. 
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FILM. FUN IN NASCAR 



just where the competitive appeal lies is beyond me. In the interests-u^L... 
informed bucketing. I endured a session of the local AUSCAR variant; via^ 

Sky at my local. True to expectation, the only interesting bits were when _ 
some poor fool had a mighty stack - the best laughs coming when several 
competitors got taken out too. While this aspect of circuit racing is the 
drawcard for spectators, it’s generally game and fun (a relative thing) over 
for the looser behind the wheel The common thread though, is that 
between collisions Nascar Racing is tediously dull, for both drivers and fans. 

Perfect Driving Model 

That Indycar is a winner is beyond question Papyrus proved their 
moving metal mettle spectacularly with Nascar’s far superior 
predecessor It’s standout feature was the perfectly accurate driving 
model Nascar also has a perfect driving model, but this time to it’s 
detriment. The mighty V-8 pulls like a 12 year old. but will explode at 
half the rev's an Indycar can handle. Topping out at just under 200 
MPH in fourth, Nascar's have no downforce worth mentioning and 
slide horribly on most turns. There is absolutely no margin for error, 
corners are an annoying intrusion in the straight line they like best 
Eventually, when you have climbed the Nascar mountain and attained 
Ultimate Skill, your car will rocket through bends like they didn't exist 
Surgical throttle use and the perfect racing line through corners is the 
nirvana you seek Now there’s a lot to look forward to! 

Like Indycar, the Perfect Racing Line is thoughtfully painted onto the 
track in the form of black skid marks (not the kind your Mum gets 
upset about). From the time you start the turn, to straightening up 
and gunning the thing. Idiots, start your turn now, idiots, centre the 
wheel and press the right pedal hard. This helps enormously during 
practise and gets you into the groove quickly. The giant, banked bends 
have no identifiable apex, the trick is to just keep in on the line by 
lifting off a touch, or even dropping down to a closely spaced third. Lift 
off too much and in a flash the car oversteers straight into the wall. 

Trance-like Effect 

Circuit racing induces a hypnotic trance and is best approached with a 
blank mind Thus equipped, plus the finely honed ability to turn left four 
times per lap. you are ready to race. Two fundamentals must be 
mastered: staying in tight formation at high speed without hitting 
anything, and somehow finding gaps to weave through, with your car 
having only a slight speed advantage. The computer controlled cars can be 
set to any skill level between 80 and 110%, although at anything less than 
110% your car just sails past them. Even at full difficulty, your slightly higher velocity makes 
precision driving important only in terms of not running up somebodies rear bumper as you hurtle 
past It's the same difficulty range as Indycar, but Indycar mixed ovals with proper tracks, and the 
settings are only accurate when applied to twisty tracks. Faster enemies is what Nascar needs - it's 
just too easy. Once you get the hang of driving, every race should be won, provided you don't get 
careless. 

Screaming around the track with you, is the meatiest engine noise your PC has made. Generated 
from digitised samples of the real thing, it also models the doppler-effect first seen in Indycar. You 
can intuitively sense the positions of nearby cars if you sound card is stereo. Very cool. 

The game is fine looking too. Polygon cars are given a coat of bitmap paint and look superb. 
Everything is textured, from the road surface to sky hazing. Major stacks are pleasant viewing 
and debris in abundance. Unfortunately this places huge < 
dded bother of having to simulate the dynamics of up t o | 

[surprisingly, the hardB 
get about running 1 


If you really love it, 
there are 10 
virtually identical 
ovals to tear 
around. Great. 


OVERALL 


The Nascar 
experience is best 
had by way of 
highlights on Wide 
World of Sports and 
bad Tom Cruise 
movies. Boring. 
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HYPER 


VIRTUA RACING 
INTO THE FUTURE 


Jo home is complete without the 
I complete collection of HYPER. 

But don’t despair. For a mere $7.50 an 

issue (including postage and handling!) yOU Cdfl 

■ regain your street credibility. 

Be warned, there are only limited stocks of issues #1 and #3. 
New Zealand readers please pay AUDS7.50 per issue. 


Issue #1 SF2 Turbo and 
SCE, Aladdin, Jungle 
Strike Play Guide and 
Virtual Sex! 


Issue #2 Sonic Spinball 
and CD, Super Empire 
Strikes Back, Pocky and 
Rocky Play Guide, 
Laserbeam Software and 
Volition Records. 


Issue #3 NBA Jam, 
Rebel Assault, Crash 'n' 
Burn, NFL, Aladdin Play 
Guide and VR founder 
Jaron Lanier. 


Issue #4 Virtua Racing, 
Clay Fighter, Tournament 
Fighters, Sonic 3, Doom, 
NBA Jam Play Guide. 


Issue #5 Star Trek Special, 
Ren and Stimpy, 

Secret of Mana, Myst, the 
secrets of MKII. 


Issue #6 Mechwarrior, 
Jammit, Mega Man X, 

Ultima 8, Sonic 3 Play Guide| 
plus Music Video in the 90s. 


HYPER » 


STREETS OF T 


H 1 YPER»’\ HYPER » IHYRER>» 


ilETROID 


MORTAL KOMBAT 2 
STUNT RACE FX iBWSJ? IIYIUKT-AL 


v . Iflfn m I iu-* im riiiiiii <m« , 


Issue #7 Streets of Rage 
3, Mega CD Special - Tom 
Cat Alley, Double Switch - 
Turn and Burn, Super 9 
Battle Tank 2.-PC Sub -V 
Sim Special. 


HYPER» 

I|V . 

Donkey Kong •*"« l 
Count r y v 

Mr 

- » 

* £. tr . ^ 


Issue #8 Super Metroid, 

Chaos Engine, 
Subterrania, Desert 
Fighter, Plok, Mega Race 
Pf William Gibson. 


Issue #9 Mortal Kombat 
CD, Mortal Kombat 2 
Preview, Stunt Race FX, 
Theme Park, Clayfighter 
Play Guide, Jungle Book. 


Issue #10 Super SF2, 
Mortal Kombat 2, 

TIE Fighter, Shining 
Force 2, Harpoon 2, 
Subterrani^ Play Guide 
& CES Repcjft. 


Issue #11 Earthworm 
Jim, Sonic & Knuckles, 
NHL '95, Star Trek 
SNES, Outpost, Super 
Metroid Play Guide. 


Issue #13 Donkey Kong 
Country, 32X Preview,. 
Shaq Fu, Mickey Mania’,— 
Rise of the Robots, 

System Shock, Doom 2 & 
Urban Strike PlayGuides 


Jame 

Address 


Issue #12 Doom 2, 
Urban Strike, Vortex, 
Road Rash 3DO, 
Kylie Does Hyper. 


hclosed is my cheque/money order for HYPER issue/s 

□#i m#2 m#3 m#4 n#s 

□ #7 m#8 n#9 n#io n#n 

7.50 each (including postage and handling). 
bndtoHYPER Back Issues, PO Box 634, Strawberry Hills, 2012. 


□ #6 

□ #12 m#i3 


















































Super Space 
Harrier 



Available: JANUARY 
Category: SHOOT ’EM UP 
Players: ONE 
Publisher: SEGA 
Price: TBA 
Rating: TBC 

Doom! Yes thank you. Star Wars Arcade - I'll have 
that too. Virtua Racing Deluxe? Why not. And 
what's this hiding around the corner... Super Space 
Harrier, eh? Let’s plug it in and take a look... 

[Ten minutes later] Why? Why, why, why, oh 
God why? This can’t possibly be a 32X game, can 
it? I mean, take a look at it - it sucks. It doesn’t 
look any better than the Mega Drive game, and 
that's been pushing retirement for years. In fact, 
it’s not much more cop than the Master System 
version. It’s faster and it sounds better, but this is 
not the quantum leap in gaming we’ve been wait¬ 
ing for. It’s the same old pathetic, from-behind 
view, fly-all-over-the-screen-and-blast-everything- 
in-sight game we’ve come to know and loathe. 

It would be wrong of me to go on about how bad 
this game is, suffice it to say that (contrary to 
Sega’s press) the 32X has not "breathed new life 
into a legendary game". This is a singularly unim¬ 
pressive piece of software, full stop. But let’s try 
and put it into perspective... 

Every system needs shitty games - that's right, 
they really do need them. Otherwise, how would 
we appreciate the really good games when they 
come along? What would we have to judge them 
against? Could we really sleep easily at night 
knowing that Sega's programmers have managed 
to get the best out of their new hard¬ 
ware from day one? Of course we 
couldn’t. We need to know there's 
room for improvement; we need some¬ 
thing to look forward to. It’s a very 
complex relationship - a Yin and Yang 
thang, if you will. Anyway, put Super 
Space Harrier down to teething prob¬ 
lems and don’t give it another 
thought. Play it if you have to, just 
don’t buy it. 
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Daze Before 
Christmas 
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MEGA DRIVE 


Available: NOW 
Category PLATFORM 
Players: ONE 
Publisher: SUNSOFT 
Price $89.95 
Rating: G 

Not to be confused with Dazed And Confused 
Before Christmas, the story of a group of teenage 
pot-heads out for some Christmas Eve love action, 
this is the rather more innocuous tale of Santa, a 
man not known for his loving - after all, he only 
comes once a year and that’s down a chimney! 

Apparently, an evil snowman has kidnapped the 
elves and the reindeer from Santa’s North Pole 
HQ. There’s no way that Mr Claus wants to face 
the Christmas rush on his lonesome, so he’s got to 
get them back, or face the wrath of a planet of 
pissed off kiddies, ropable to discover that all that 
fake parental respect has been for nothing. 

This, if you haven’t guessed it already, is where 
you join in - guest of honour in a “lovable platform 
romp" that's so insipid even I’m struggling to really , 
put the boot in - after all. it’s hard to get angry 
about a game that makes Alex Kidd look like Urban 
Strike. It is good for the ego though, as this is 
undoubtedly the easiest game in the history of 
gaming. Even your parents will stand a chance of 
getting through this baby, provided the digitised 
Christmas carols don’t send then screaming from 
the room. This is clearly aimed at kids, very young 
kids, and it has a certain, undeniable charm but it’s 
dead basic and only adequate graphically. Think of 
it as the Mega Drive with training wheels - teach 
your squirt sibling or technologically- 
challenged elder the basics on this 
baby cart and then wean them onto 
something with blood, world carnage 
or the like. Then, one day, you'll look 
back on this and it will all seem funny. 
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Rise of 
the Robots 
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MEGA DRIVE 


Available: DECEMBER 
Category: FIGHTING 
Players: 1-2 
Publisher: ACCLAIM 
Price: $109.95 
Rating: G8 

I know you've all been dying to find out what 
Brian May has been up to since the untimely 
demise of one Freddie Mercury, and now it can be 
revealed - another HYPER exclusive! He’s been 
writing (among other things one hopes), the 
soundtrack for Rise of the Robots which, after a 
relatively short and inauspicious PC CD-ROM 
career, has made it to the Mega Drive. 

Whether Brian has a passion for all things robotic 
remains a mystery, as do the precise reasons for 
this game's existence. Let’s face it, if you want to 
be a Formula One driver you don't buy a P76 and 
if you want to be a devil-may-care flying ace you 
don’t buy a kite. This is a fighting game, with 
robots and futuristic overtones, admittedly, but 
it’s still a fighting game and not a particularly flash 
one at that. That having been established, if you 
want to be the number one digital combatant in 
your housing estate you’ll buy (or, more accurate¬ 
ly, will have bought) one or more of the 
Streetfighter or Mortal Kombat games, and noth¬ 
ing here will make you think you spent your discre¬ 
tionary dollars unwisely. 

Last issue, Matthew Daniel gave you the skinny 
on the PC version of ROTR and nailed it, except 
that the graphics here are not as spectacular as 
they apparently are on the CD. If you have a spare 
$100 and you love robots then... buy 
a robot. Oh, and Brian, Beelzebub 
has a devil put aside for you. 
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Second 

Samurai 



Available: DECEMBER 
Category BEAT ’EM UP 
Players: 1-2 
Publisher: SONY 
Price: $79.95 
Rating: G8 

What can I say? This game is sooo ordinary, one 
wonders what Psygnosis were thinking when they 
made it. It makes Revenge of Shinobi look cutting 
edge and considering that we're on the verge of a 
whole downpour of new console technology, it 
seems strange to release a game that harks back to 
the start of the 16 bit revolution. 
In the crowded field of scrolling beat 'em ups, 
Second Samurai is way back. It has little character 
and no surprises. You move from left to right, pick 
up weapons and health, free souls trapped in Urns 
and kill stuff. Every now and again a boss appears 
and you kill it. Yow! What a concept! Even the 
bonus zones (or bogus zones as I call 'em) are 
dumb with a special HYPER "Gold star of stupidi¬ 
ty" going to the bit where you chase souls trapped 
in urns, whilst riding a surplus Jurassic Park 
Dinosaur and jumping over bright green killer logs! 
The sprites are pretty average lookin', the back¬ 
grounds are dull and everything moves and fights 
just as you’d expect. In two player mode our hero 
Samurai is joined by his girlfriend (who, coinci- 
dently, is a Samurai) and it’s still as unexciting as 
it was when you played it by yourself. Except that 
now two people are bored out of their tiny minds. 
Do you want me to go on? 

In one word: underwhelming! 

Russell Hopkinson visual* 
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MEGA DRIVE 


Available: NOW 
Category: PLATFORMER 
Players: ONE 
Publisher: OCEAN 
Price: $99.95 
Rating: G 


NCAA* Road to 
the Final Four 2 



Available: NOW 
Category: SPORTS 
Players: 1-2 

Publisher: BETHESDA SOFTWORKS 
Price: $99.95 
Rating: G 


Mr Nutz is cute. In fact he’s too cute. Even so, 
this squeaky squirrel runs through the forest killing 
all in his path with a flick of his tail or an acorn 
thrown with deadly accuracy. 

Mr Nutz is another entrant in the ultra cute 
rodent-platform game stakes. A field thick with 
hedgehogs, mice, rats, bunnies, opossums, etc 
(Sounds like a farmers nightmare to me - Ed), and 
although it looks really fab (it reminds me of 
Mickey’s Castle Of Illusion) it’s really quite dull 
and aggravating. 

Super Nintendo owners had access to this one 
aeons ago and it hardly set their gaming world on 
fire back then. My guess is that Mega Drive own¬ 
ers will be too busy saving their beans for a 32X to 
bother with this. 

It is, however, an enormous game with a plethora 
of hidden zones and it will take you a while to fin¬ 
ish. I personally lost interest about half way 
through the second level (each level has four jour¬ 
neys and a boss) and although I came back to it, I 
never really "got it". A flatmate of mine, Jessica 
(Queen of Platformers), pronounced Mr Nutz as 
"crap, but not as crap as some” - and this coming 
from someone who got obsessed with Zool! 

Anyway, if you are platform obsessive and have 
to play every rodent oriented game on the market, 
then Mr Nutz is for you. If, like me, 
you want more out of life than a cute 
face and a couple of platforms then 
Mr Nutz will most like drive 
you...um...nuts! (Sorry). 
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Interviewer- Shaq, during your tour of Greece did 
you visit the Parthenon? 

Shaquille O'Neill - I don’t remember all the 
names of the night-clubs we went to. 

NCAA- Road to the Final Four 2, is the latest in 
the long line of games trying to tap into the lucra¬ 
tive basketball market. And while the future of 
post-Mike Jordan basketball is in doubt, the future 
of this excellent game seems a dead cert. 

NCAA is a no-nonsense, true-to-life basketball 
sports simulation. Five-on five, with real moves 
and manoeuvres, this game is a must for the b-ball 
enthusiasts. No super moves, triple somersault 
slam dunks, flaming balls or continuing choruses of 
"he’s on fire!", this game has that all-too-rare 
sports simulation quality; its realistic. From the 
excellent, multiple-view graphic presentation to 
the Vox FX sounds - all the yells, grunts, trash- 
talking, shoe squeaking, crowd squealing you can 
handle - this game is A-grade. 

Some of the features include, digitised player 
graphics with correct uniforms and player num¬ 
bers, a player Al that simulates the actual players 
styles via their real life stats, a real-time clock or 
Fast Simulation Mode, four different views to 
choose while playing and a great game-play inter¬ 
face that allows for the games rapid assimilation. 

The only drawback, which, though 
minor as it is, will guarantee a poor 
showing in the Australian market, is 
the fact that the players are NCAA 
(American college basketball) not 
NBA. So those expecting to duke it out 
with Shaq, Hakim, Alonso and Karl - 
forget it. For the rest of us who just 
enjoy taking it to the key, Alley-oop! 

Chris Wheeler 
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Crime Patrol 
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Ml MENU Ml SCORE 00000 1 

PC CD ROM 


Available: NOW 
Category: SHOOTER 
Players: ONE 

Publisher AMERICAN LASER GAMES 
Price $89.95 
Rating M 

American Laser Games - cool name, cool games. 
Unfortunately their most pleasing goods are found 
only in arcades, as the stuff they release for home 
PC's looks rather attractive but lacks the thrill of 
blasting away at full size baddies with a pretend 
gun. At home it's the mouse that’s your lethal 
weapon - point and click becomes point and shoot. 

Mad Dog McCree I & II was okay western fun 
that wore thin too quickly, and Crime Patrol offers 
more of the same but now it’s NOW. The horrible 
criminal element that plagues our society must be 
done away with, and you are the rookie street cop 
assigned to help clean this muck, wasting street 
swine in a rampage of social-cleansing. 

As you clear each of the four zones that make up 
a level, promotion to a higher and more elite squad 
comes, together with bigger and more interesting 
scenario’s for you to leave bullet holes throughout. 
Baddies infest everything - nightclubs, warehouses, 
the local Harvey Norman - it must stop! The sad 
fact though, is that any gameplay is tragically 
short lived. Sure enough, any stuff-up sends you 
back to the beginning, but as the video plays the 
baddies pop up in exactly the same place and 
sequence - practise will make perfect in no time at 
all, then it’s game over forever with little inclina¬ 
tion to ever play again. 

Still, the FMV is full screen, smooth 
and reasonably high-res. You’ll finish 
the game at about the same time you 
get totally bored with the thing. I sup¬ 
pose that’s a good thing. 
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One Must Fall 



Available: NOW 
Category. FIGHTING 
Players: 1-2 
Publisher: EPIC 
Price $49.95 
Rating: G8+ 

There is something deeply primal in the human 
desire to watch combat. Any form of gladiatorial 
conflict is watched with utter fascination - per¬ 
haps it is our need to play God. or a desire to con¬ 
front our own mortality that motivates us to this 
morbid voyeurism. Whatever the reason, computer 
game companies are cashing in on it big time. 
With all the Streetfighters, Mortal Kombats and 
Virtua Fighters on the market it was only a matter 
of time before someone tried their hand at a robot 
gladiator game. Rise of the Robots had the looks 
without the substance, leaving the top spot open 
to any worthwhile contender. One Must Fall, the 
latest robo-biffo game, is that contender. Pity it’s 
a piece of junk. 

I admit that while beat-'em-ups are not my game 
of choice, I do enjoy the odd bit of joy-stick ultra 
violence. Thus when OMF reared its head I 
thought I was in for a jolly good bit of biffo. But I 
was, as Arnie so eloquently put it to the gun-shop 
salesmen in Terminator; "Wrong!". OMF is badly 
designed, badly presented and poorly rendered. 

Graphically the game tries to borrow its design 
ethic from Manga, whose robot designs have long 
been the bench mark in science fiction. Alas 
instead of referencing Dirty Pair or The Guyver, 
they seem to have been inspired by out-takes from 
Fisting the North Star. OMF gives 
you the choice of fourteen different 
robots... all of them suck. 

The playability is standard and fairly 
boring, with little thought put into 
making the game unique. Special 
moves and manoeuvres are simple re¬ 
done versions of their Mortal Kombat 
predecessors; where are the shoulder 
mounted missile blasts, Aliens-style 
power loaders, or Battletech rocket 
assisted leaps? 

One Must Fall is only for the die¬ 
hard PC beat-em-up fan who can’t 
wait for Mortal Kombat II to be 
released in February. 
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Available: NOW 
Category: PLATFORM 
Players: ONE 

Publisher DISNEY/VIRGIN 
Price: $69.95 
Rating: G 

See the Lion King if you haven't already, it’s a 
mindless yet uplifting piece of Disney fluff. 
Nothing wrong with that. The game is of the same 
flavour, minus the uplifting part. Happy, colourful 
and almost unbearably cute. I wish more of my 
friends were like that. 

Being a baby lion cub lost hopelessly in a jungle, 
your first priority is naturally to leap across the 
maze of platforms which abound. Yes, this is a 
platform game. On the PC! Some people aren’t 
going to recover, I know, but here it is. 

Baby-cub can run, jump and squeal. Wow. 
Happening across a Golden Lion powers you up 
with the strength to leap further, as well as gradu¬ 
ally transforming the pathetic and useless squeal 
into a Mighty Roar! It’s just another part of grow¬ 
ing up - which is the cosmetic effect of putting the 
old Golden Loins to work. 

Some pesky little jungle crawly in you way? Well 
jump on it by God! This makes the problem go 
away for ever in a great poof, while adding a fresh 
and exciting new twist to platform games. Vines 
let you do the ape-man thing when getting from A 
to B. and half the animals are Good Animals, 
hoisting and throwing you to a convenient new 
location. Large and obnoxious Big Bad Animals 
look threatening, but are comfortably dealt with 
swiftly by that killer jump. 

The backgrounds are a touch grainy, 
but there’s a lot of it and the great 
sprite animation helps along the stay¬ 
ing power. Pretty music almost makes 
it more enjoyable with your eyes 
closed. No, wake up! there's plat¬ 
forms that need jumping on! 
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iron Cross 


Novastorm 


Star Crusader 



Available: NOW 
Category: STRATEGY 
Players: ONE 

Publisher: NEW WORLD COMPUTING 
Price: S89.95 
Rating: G 



Available: NOW 
Category: SHOOT ’EM UP 
Players: ONE 
Publisher: PSYGNOSIS 
Price: S99.95 
Rating: G8 



Available: NOW 
Category: SPACE COMBAT 
Players: ONE 
Publisher: GAMETEK 
Price: S89.95 
Rating: G8 


On June 6th, 1944 the final phase of the Second 
World War began as Allied troops landed on the 
beaches of Normandy. The success of those land¬ 
ings and subsequent Allied invasion would set the 
course of world history for many decades to come. 

It is in this atmosphere that Iron Cross, the latest 
military simulation to be released in this year of 
the fiftieth anniversary of D-Day, is set. Essentially 
it is a squad level simulation with the player fight¬ 
ing a series of famous encounters from June 1944 
to April 1945. The game is entirely tactical, allow¬ 
ing for control of infantry, armour and artillery 
units as well as the ability to summon air strikes 
and battery barrages. Both the German and Allied 
sides can be controlled, with various levels of diffi¬ 
culty ensuring a varied game. 

Each battlefield is authentically reproduced for each 
scenario, with terrain and buildings in their historical 
locations. The historical vagaries of each scenario are 
then determined via the allocation of points (the 
more the better). These points are then used to buy 
units from a wide variety of tank and artillery types 
and. after a brief set-up phase, the battle is joined. 

While the attention to history has led to detailed 
representations of the battlefields and much of the 
equipment, there is little authenticity in the actual 
interface. The game prides itself on its real time 
gameplay, and while this is a great in 
simulating the frenzy of war, it becomes 
a little unfair when the human player 
has to individually control between 
twenty and fifty units. The game would 
have benefited from a computer assist¬ 
ed command structure or something 
similar that would have allowed for a 
more general control of the battle. It 
also would have been nice to see some 
different troop training represented as gameplay 
well; US marines, British Paratroopers 
and Waffen SS all being vastly different 
in the individual troop quality. In the 
face of the detail included, this seems a 
strange oversight. 

In general, however, the game is an 
enjoyable if slightly frustrating squad 
level simulation, which will hopefully 
be enlarged upon and used as a spring 
board for the production of better PC 
war games. 
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By God, Microcosm was bad. Arcade tripe whose 
existence can only be attributed to the prolifera¬ 
tion of "family computers" and the associated 
need for something that under 5’s could play. 3-D 
Space Invaders so unbelievably difficult that you 
could rest your head on the fire button as you slept 
through it, snapping into consciousness only for 
the big end-scene. 

Based on huge sales from ill-informed gamers, 
Psygnosis figured they had a winner and proceeded 
in earnest to do a follow-up. In a wave of sheer orig¬ 
inality, they changed the backgrounds, the sprites 
and the end scene bosses while retaining everything 
awful about the original. They called it Novastorm. 

Some increased trickery has been added to the 
sprite movements, so it’s now necessary to pay 
attention after the first couple of levels and move 
the joystick around randomly to ensure your 
prospects. End of level biggies are a test of 
patience with several minutes worth of annoying 
dodging rewarded by a mighty explosion and 
another sequence of tedious combat. 

As your ship hurtles through canyons, the scenery 
twists and turns in a generally unpredictable fash¬ 
ion, any contact resulting in severe damage. 
Considering this, with the need to waste enemies 
who exhibit the random co-ordination of insects, 
you have a "game” which is more an 
impossible pain in the butt than any 
form of entertainment. 

Glorious cut-scenes offer a primitive 
form of value, but you can watch TV 
for cheaper non-interactive thrills. 

Young players (and I mean young) will 
enjoy it for the pretty colours. This is 
more suited to the console market, 
where far superior members of the 
genre reside. A game which belongs in 
the body part that Microcosm failed 
to simulate: the bowel. 
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This is flying alien slaughter, with a conscience. 
"Star Crusader is a sophisticated space combat 
simulator that breaks new ground in science-fiction 
gaming. With technological advances that far sur¬ 
pass other space flight sims on the market.” And so 
goes the bollocks in the publicity booklet that came 
with the game. Obviously if all this were true, this 
review wouldn't be in Byte Size, would it? 

Star Crusader owes a heavy debt to Wing 
Commander and imposes a ‘cinematic’ storyline in 
a similar but slightly more sophisticated way. You 
are cast in the part of Roman Alexandria, an unfor¬ 
tunate name that, tragically, can’t be changed, 
and you are a Gorene pilot. The Gorenes being a 
benevolent race of megalomaniacs hell bent on 
‘liberating’ the universe (remind anyone of the 
good old U.S of A?). The aliens of the Ascalon 
Rift, funnily enough, take exception at being 
forcibly ‘liberated’, a bit like the Panamanians 
really, and take great pleasure in firing enormous 
guns at you. 

You eventually get the opportunity to change 
sides as you witness the mindless brutality inflicted 
by the Gorenes, just like hypocritical American 
moralism at its silliest. The aliens have better ships 
anyway. The game offers you a choice of five diffi¬ 
culty levels which is handy for those of you who* 
don't like getting driven to the point 
of throwing your mini tower at your 
bedroom wall and there are eleven dif¬ 
ferent ship types available for your 
blasting pleasure. 

Not the revolution its makers claim 
it to be but a fun game nonetheless. 

And lookout for a pending release 
from this company titled, simply, 

HELL. Any game starring Dennis 
Hopper has got to be worth a look. 
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in Search of 
Doctor Riptide 



Available: NOW 
Category: PLATFORMY 
Players: ONE 
Publisher: PGC-MEDIA 
Price: S49.95 
Rating: G 


Lords of 
the Realm 



Available: NOW 
Category: SIMULATION 
Players: 1-2 

Publisher: IMPRESSIONS SOFTWARE INC. 
Price: S89.95 
Rating: G 


Transport 

Tycoon 



Available: NOW 
Category: SIMULATION 
Players: ONE 
Publisher: MICROPROSE 
Price: S99.95 
Rating: G 


As an owner of a PC. I'm not really that picky 
when it comes to platform style arcade games. 
After all, beggars can't be choosers, and the dis¬ 
tinct lack of this style of game means I’ll put up 
with just about anything... until now. 

In Search of Doctor Riptide would have been a 
great game if it had been released on the 
Commodore 64, but it wasn’t. It is not a good 
game. In fact, it is so far from being a good game 
that the light from a good game will take several 
million years to reach it. Puerile in concept, shoddy 
in presentation and amateur in production, it is the 
kind of game you might expect to see on a three- 
for-one bargain table somewhere, along with Castle 
Wolfenstein (the Apple 11+ version) and Aztec. 

Essentially you play some geek in a submarine 
who is out to stop the evil Doctor Riptide from 
making seafood out of the creatures of the ocean. 
Even though I’m a vegetarian, this concept seems 
just a little too PC (Politically Correct). This 
desire to stop the destruction of innocent sea crea¬ 
tures doesn't stop you for blowing the living crap 
out of electric eels, giant crabs and any jelly fish 
that might happen to resent your intrusion into 
their homes. So while you might save the dolphins 
from the Doctors evil Tuna-Matic machine, the 
wholesale slaughter of hapless sea life that you 
leave in your wake would be enough 
to keep making Fillet 0 Fishes some¬ 
time into next century. 

The only upside is that you can 
sometimes control the small R.O.V 
that is attached to you sub, using it 
for exploring tight caves and subter¬ 
ranean passages This dual control 
adds a brief spark of excitement; but 
nothing can really save this game. 

In summary, if you’re into bad 
graphics, boring sound, predictable 
game-play and inane story, this game 
was made for you. If, however, you 
have a brain you time might be better 
spent doing things more enjoyable 
then playing this game, such as 
watching re-runs of Paradise Beach, 
or gutting chickens. 

Chris Wheeler 
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When Edward I finally conquered Wales in 1282 he 
was not a happy man. The war had been a long and 
costly one - made longer by the treachery of one man, 
Prince Dafydd Llewellyn of Wales, who had been a 
double traitor, first to his own brother and later to 
the king himself. When the prince was captured, late 
in 1283, Edward sought revenge. The young 
Llewellyn was first hung until almost dead, cut down, 
disembowelled, and then hacked into pieces with his 
head displayed on the Tower of London. 

Torture is one aspect of medieval life that is rarely 
simulated. This is unfortunate, as pain and suffer-* 
ing were fundamental to the life of the English serf. 
Serfs could be called upon to work the fields, pay 
taxes, fight wars and build castles, all without any 
hope of advancement and little chance of living 
beyond thirty-five. Lords of the Realm continues 
this noble tradition, with yourself on the throne. 

You are a noble lord of England or Wales in the 
13th century AD. Your objective is to manage your 
kingdom with enough skill to crush the other 
Barons and take your rightful place as King of 
England. The game begins with each player as 
ruler of one small county, assigned randomly each 
time you play. Your county starts with a small 
population of peasants, a meagre amount of stored 
food, and sixteen fields available for farming with 
grain, cows, or sheep. By carefully bal¬ 
ancing the needs of your peasants vs 
your army, you can expand into neigh¬ 
bouring country’s and bestow the ben¬ 
efit of your wise leadership upon them 
(or slaughter them if they resist). 

It is a cleverly constructed game with 
the right mixture of complexity and 
playability. Most of the important 
aspects of medieval conquest are 
included without becoming bogged 
down in unnecessary details. The 
computer opponents have distinct 
personalities and playing styles, but to 
get the most out of this game you will 
need to play against another human. 

Preferably one you don’t mind disem¬ 
bowelling or beheading. 
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Have you ever wondered what it would be like to 
be a billionaire? In those idle fancies did your ignore 
the fantasy of indulging in expensive drugs and 
cheap sex and ponder rather on dreams of founding 
a transport dynasty the likes of which the world has 
never seen? If so, Transport Tycoon is for you. 

Modelled firmly on SimCity and Railway Tycoon, 
this business simulation puts you at the helm of a 
well funded young company out to spread its capi¬ 
talist tentacles into the world. As such you manage 
a transport company, gradually building a capital 
base and carefully investing in a growing network 
of road, rail, sea and air conduits. The game starts 
in the early twentieth century and, depending on 
the difficulty level, you have a variable amount of 
cash, ranging from a few thousand to one hundred 
thousand pounds. In the early stages of the game, 
various towns and businesses start to grow and it is 
your job to create the transport network between 
them; not so much from a sense of national unity 
but more to bleed every red cent that you possibly 
can for the hapless creatures forced to utilise your 
services. This style of gameplay is punctuated with 
various challenges both economic and biblical 
(earthquakes, mine collapses, train collisions). 

Graphically the game is SimCity like but better 
quality with greater variety as well as animations 
and in-betweener shots. Sound and 
music are good as well with a juke box 
style variable track sound scape. 

The gameplay is detailed and, of 
necessity, rather complicated. 

However, it has been designed careful¬ 
ly enough so that the most rapid 
assimilation into the games finer 
aspects is possible. An on-board tutor¬ 
ial also helps the new comer, but those 
who have played any of the other 
games in this style should find it rela¬ 
tively easy to come to grips with it. 

Overall not a bad little, game, sure 
to keep those budding capitalists 
everywhere occupied spending imagi¬ 
nary money on imaginary items to 
keep their imaginary bank accounts 
full... gee, sounds just like Alan Bond. 
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YOU A CHIMP? SICK OF BEING A CHUMP? WANNA BE A CHAMP? HYPER HAS THI 
TO YOUR SORROWS iN THE ALL-MARVELLOUS DONKEY KONG COUNTRY PLAY GUIDE 


Two chimps are better than one, 
that’s what they say so don’t forget 
it. Donkey Kong jumps slightly 
higher and Diddy jumps that little bit 
further (and is a lot smaller), so stop 
and swap monkeys for the 
appropriate occasion. Getting the 
hang of which smelly beast to use 
when, can be crucial to your success! 

Barrels and kegs are there for a 
reason too, not just for you to throw 
around willy-nilly (poor willy!). In 
fact, where there’s a barrel there may 
very well be a secret door for you to 
break open. 

Also, don’t forget that you can push 
tyres around — they may give you that 


extra bit of jump for out of reach 
places[l] Donkey's hand-slaps are also 
useful for revealing the odd banana 
bunch or two hidden under the path, so 
slap the ground in suspicious areas [2] 

In the bonus animal stages, try 
looking for a hidden giant token for 
each animal (for instance, in the 
Enguarde stage, simply drop straight 
down through the coral. Or as 
Winky, jump all the way to the top 
left to find a secret cave). Get this 
and it's an instant bonus!![3] 

In general, Donkey Kong Country is 
very Mario-esque, so think Mario 
tactics and you’ll be on your way to 
cracking this baby wide open! 


LEVEL 1 - KONGO JUNGLE 

n--- 


Wait! Before you go tramping off into the jungle, go and have a look in your 
house for a quick 1-Up! Try and get to the tree-tops for more 1-Ups (be quick) 
and follow any banana-made arrows [1] Rambi is here and will knock holes 
into the walls to take you to two bonus areas [2], 


ROPEY RAMPAGE 


When in the tree-tops, fall off the ledge after collecting the ”0", to be shot 
into a bonus level [3]. This will also bypass you most of Ropey Rampage. 


REPTILE RUMBLE 


Next to the "K" there is a secret door to be opened [4] To the left of the 
second DK barrel there is a barrel cannon waiting to warp you to a bonus area. 
Another secret door lies in the snake-pit to the right of the third DK barrel. 
Don't forget that you can roll under those jumping crocs. 


There are two Enguarde boxes here and some secret passages [5], Look for a 
secret hole on your right when you swim up past the sharks, and you'll find a 
token of Expresso. 


BARREL CANNON CANYON 


Jump up onto the entrance to find a cannon that will make this whole stage a 
breeze [6] When you finally come down, jump on the croc’s heads to climb the 
trees to another cannon. 


This boss is a joke. Jump on his noggin a few times. Easy [7] 




















Jump on the vulture’s heads to obtain Winky. [1] You'll need Winky to reach the 


banana bunches in the bonus area reached via the cannon barrel a little further on. 


What can I say? Your jumps have to be timed just right [2) (usually at the 


very last second)!! 


You’ll need to do a bit of tyre pushing here [3], especially to reach that 
continue barrel. Once you’ve touched it, keep pushing the tyre till it rolls onto 
the moving platform. Then ride it up and jump up and over to the right into a 
secret bit Where this ends, you can drop down to the right onto a ledge. 
You’ll find Winky in the cave. Don't forget that Winky can kill bees. 


This is cool. Just turn around and walk back through the entrance to gain 
extra team-mate and a warp close to the exit. 


Jump on top of the entrance for a warp barrel to some bananas! At the first 
gap, drop down to be shot up to a hidden tyre at the right. Push it as far along as 
you can (you II stop under a millstone), jump on this to the warp barrel above. 
You’ll gain an Enguarde token if you spell RARE. 

After the halfway barrel, you'll uncover another tyre. Push this to the next 
ledge to reach those platforms up above. Here you’ll find Winky. 


Jump on his head when he's low enough; avoid his projectile walnuts [7] 


Knock out the vulture on top of the tyre then jump onto the path at the left 
to reveal the ”K". Now, go back around and push the tyre down onto the path. 
Tap it to the ledge on the right and jump straight up into a hidden warp barrel. 

A little further on, jump from the left of the L-shaped block to reveal a barrel, 
then throw this into the side of the L-block to open a door [1]. 


At the entrance, wait for the passing vulture. Jump on it to reach the warp 
barrel hidden to the left [2]. The rest of the stage can be tough. Timing with 
the cannon barrels is crucial, but you’ll need the practice for later stages! 


You’ll need to be quick on the vines, so don’t forget that pushing the Y 


Button makes you climb faster [3] 


If you are Diddy at the beginning, you can jump off a beaver onto the entrance 
to pick up a Rambi token. Whilst being chased by the millstones, Diddy is a lot 
quicker and more agile, so be him if you can. Don’t be frightened to jump where 
the banana-arrows point, as it warps you to a bonus banana stage! 


To the left of your starting point is a keg (look out for the bee!). Take this and 
throw it against the step to the left. As it bounces back, jump onto it for a ride! [4] 
Watch out for the gap between trees, you’ll have to disembark. 

Further on, just to the left of the red arrow is a secret door. Inside you’ll find 
Expresso and some bananas. Once out, fly Expresso back to the large hill that 
you couldn’t reach (with the croc-pit at the bottom). Once up here, use the tyre 
to jump onto the path to reveal Enguarde tokens. 


At the beginning there is a secret hole in the left wall in the passage above the 
first clam. Here you'll find Enguarde and the "K”. You should be able to keep him 
for the whole stage. Just make sure you avoid the pearls! Enguarde never dies, he 
just swims off, so sometimes you can get him back [5] 


Throw a barrel at the bee when it comes in low. It will then turn red and fly up 
and down. Run underneath it until it returns to yellow, then repeat your attack [6] 


BOUNCY BONANZA 


NECKY’S NUTS 
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GORILLA GLACIER 


This is one of the hardest levels! Take 
your time, as it’s easy to slip over ledges. 


This is very tough. Jump on top of the 
igloo and wait for the vulture. Use it as 
a step up to the hidden warp barrel! 
Here you’ll score a Winky token [1] 
Later on, when the Cannon Barrels 
take over, there is a way to bypass 
most of the hard stuff. After you 
shoot yourself past an army of bees, 
you’ll come across more bees but of a 
different colour In the first barrel of 
the barrels in-between the two sets of 
bees, shoot straight down. You'll be 
shot all the way to the right and past 
most of the difficult bits [2], 


At the beginning of the level, you’ll 
notice the tip of a rope hanging down. 
Wait for a croc to jump on, and you’ll 
climb up to a bonus area [3], Later in 
the level, after the halfway barrel, 
you’ll come across a similar situation. 
When you jump back down, land on 
the patchy bit to reveal an Enguarde 
token! Remember that blue ropes take 
you up and purple ones down. 

At the first purple rope you come 
across, jump between the bees to find 
a barrel. Take this down to the 
bottom and find a secret door on the 
left wall. In here you’ll have to spell 
NINTENDO for a 1-Up [4] 


At the beginning, knock out the baby 
vulture on your left and jump down to 
find Expresso![5] Hop back up and fly 
Expresso up to a platform on the right 
where you'll find a warp barrel. In here 
you’ll get another Expresso token and 
in the event that you’ve lost him — 
another Expresso box. You should be 
able to fly-by most of this level! 


Keep moving! Keep an eye out for 
the very annoying squid, which love 
to get in your way Listen out for 
their noise for a warning[6] 


Jump on that box and let out your 
parrot friend to give you some much 
needed light [7], The first barrel you 
come across has a secret door right 
below it [8] It's best to be Donkey 
Kong in this stage because of all the 
big blue Krushas that simply laugh off 
Diddy’s puny attacks. There's also a 
secret door to the left of the exit. 


At the second gap, drop down into a 
warp barrel for a bonus area frenzy, 
and Winky! [9) 


You can use the same strategy as you 
did for Very Gnawty. Just look out for 
much larger leaps from this creep [10] 


SLlPSLiDE RIDE 


ROPE BRIDGE RUMBLE 













LEVEL S - KREMROC INDUSTRIES iNC 


Right at the start, you should see 
the tip of a rope dangling down. Grab 
this and ride it to the top of the 
entrance, where you can jump down 
onto that square. This reveals a TNT 
barrel. Throw this onto the first oil 
drum [1), and then drop down the gap 
to warp to a nifty bonus area. Further 
on, jump down a ledge onto another 
black square to reveal another barrel. 
There's a secret door on the left. 

Even further along, you’ll come 
across an orang-utan sitting on top of 
a vat throwing barrels. Run past him. 
knock out the two blue Kritters and 
then face the orang-utan. He should 
turn around and throw a barrel at you. 
Jump this and follow it to where it will 
hit a wall and reveal a secret door [2] 


Watch out for slight changes in the 
platforms speed and flying vultures. 
Don't forget you can duck too![3] 


Right at the start here, there’s an 
endless 1-UpM [4] The only catch is 
that you must be Diddy Kong to do it. 
Climb the rope and wait for it to swing 
all the way to the left. Then take a 
jump (B & Y button pressed) to the left 
and grab that elusive first rope. Climb 
this to an easy pick-a-barrel room for a 
1-Up [5] You can repeat this as much 
as you want!! Look out for your 
landings when jumping from ropes, as 
there are snakes galore in this stage. 


Right at the beginning, there is a 
secret hole in the bottom left corner. 
Here you'll find Enguarde and some 
bananas. Timing with the spinning 
wheels has to be precise, if you keep 
Enguarde you’ll be right [6] 


It’s hard and fun! A little along the 
way at the beginning, try and jump 
up to catch a rope hanging down [7] 
This means bananas! Just get those 
jumps perfect to stay alive. Keep with 
the flow — don’t hesitate before you 
jump or you’ll miss your mark [8] 
Look out for a suspended tyre, as this 
leads to a bonus room. When you hit 
the big dipper, get ready to jump out 
of the cart and onto the exit platform. 


The answer here is to simply take it 
slow. If you rush things, you’ll either 
fall off a ledge or run head first into 
a Kritter [9] 


This drum’s movements are fairly 
simple. First it will try and land on you 
- avoid it. Then it spits out enemys for 
you to jump on - oblige it. [10] 


POISON POND 
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OK, this is really hotting up Things 
are tough. Never forget to save, and 
fly back to Jungle Hijinxs if you need 
to stock up on lives! [1] 
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TANKED UP TROUBLE 
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All you need to do here is make sure 
you get every fuel drum you see [2], 

As soon as that platform runs out of 
gas, you’ve run out of luck buddy! 
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This stage is fairly non-threatening. 
Even though Rambi is here for the 
taking [3], I think it’s much easier 
without him as he's too slow and 
doesn’t jump very well. There's a 
secret door on the right wall in the pit 
with the blue Krusha [4] Also, with 
the moving platforms, don’t jump 
onto them as it's too risky. Try 
standing near the edge and stepping 
onto them. Much better. 
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This one ain't the worst either. Use 
the barrels to destroy the evil drums, 
and take your time. There’s nothing 
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fun about snakes around your 
tootsies. On the fifth rope ride, you 
can climb right down the rope to find 
a ledge and secret door. In here you’ll 
find bananas and Expresso. Once 
out, you can even go back to this 
again and again. Use Expresso to fly 
over all the nasties. 
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LOOPY LIGHTS 
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Just keep those lights on! Always 
give one an extra tap before crossing 
gaps. In fact, at the first gap, fall , 
down to be shot into a bonus room! 

[6] Remember that the Klap Traps 
jump when you do, so be very careful! 1 
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Vuck! 1 hated this one. The hardest 
part is the shaky platforms near the 
end. It's best to be Donkey Kong 
here, as he throws barrels further, 
knocking off Krusha [7], giving you 
more time to judge your jump before 
the platforms falls away! Diddy also 
bounces backwards too far when he 
hits a powerful foe. Take good note 
of which way the arrows are pointing 
too! [8] And are those Army’s a pain? 
Ignore and avoid them by jumping 
over and onto the next platform 
where they can’t roll at you [9] 
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BOSS - NECKY’S REVENGE 
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Again, this is much the same as 
the first encounter, except that 
there are more walnuts and they 
spit out faster. Use the same tactics 
though. [10] 
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BOSS - KOMMANDER K. ROOL 


And that's it! Now when you next 
play, check out the banana hoard 
under Donkey’s house! It’s full-bellies 
ahoy! Mmmmm. Bananas. 


This is the order of play. First he 
throws his crown at you. Avoid it and 
land on his bare head then quickly 
jump away and over him as he runs to 
the other end of the ship [1]. He will 
run back and forth an extra time after 
each hit [2] Next, cannon balls drop 
from the sky. All you have to do here 
is roll out from underneath them as 
they fall. Rool then repeats the crown 
trick once. Then the cannon balls 
again, only this time they pass over 
twice. Again the crown trick and then 
again the cannon balls, which pass 
three times. Avoid the crown and 
jump on his head one more time to 
see the credits roll But wait! Do not 
be deceived! There’s a question mark 
after "The End"! The lights come up 
and Rool attacks again! He only tries 
his crown-frisbee routine, but he 
jumps instead of running. You should 
only roll underneath him. He follows 
the same pattern as he did when he 
first appeared. Land on his head three 
times to WIN THE GAME! 


LEVEL 7 
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Handy Cheats 

Handy tips courtesy of Mathew 
Veljkovic of Oakden, SA for 
this excellent space ’em up. 

On the main screen, hold CTRL 
and push Fll for unlimited 
resources and F12 for Maximu 
morale and education and minimum 
so easy to manage in real life then we 


crime. If only societies were 
d all be despots, eh? 


Ulail af the 
Warrior 

3D0 


Cheat Codes 

We didn’t like this one-on-oner 
when it was released (an 
strangely enough, we still don’t like it) 

but Cameron Thomas of Herston. Qld disagrees. That's fine - it's 
a free world after all, with plenty of space for disagreemerit. 
Anyway, he's sent us in some rather cool cheats that allow you to 
play as the two bosses (Kull and High Abbot) and to enter two 
wild special stages. 

Tug-a-War Stage: Again, you can only do this in the 
Versus mode. Enter TUGAWAR with the birthdate of April 16, 
1964. Enter the stage by selecting "Cave” from the Arena menu. 
There's no time limit and no life meter; rather, there’s a bar at the 
top of the screen that goes back and forth depending on who 
whacks who (or is that whom?). When one player causes the bar 
to go all the way over to the other side, he or she is the winner. 


Psychedelic Stage: You must play in the 2 

Player/Versus mode. Go to the "Names" screen and enter the 
name PARANOID and the birthdate of May 5. 1975 (the release 
date of the Black Sabbath classic according to Cameron). Now you 
can choose the stage from the Arena menu. It’s quite disorienting. 
Does anyone out there remember the 60's? We don't. 

Boss Codes: To play as Kull, enter the name A GAVIN 
and the birthdate of June 11. 1970. To play as High Abbot enter J 
RUBIN. Jan 6, 1970. Surprise surprise, you need to be in 2 
Player/Versus mode. A Gavin and J Rubin just happen to be the 
two programmers who make up Naughty Dog Inc, the company 
which produced WOTW. The trivia never stops here at HYPER... 


Hyper Sonic and 
Knuckles and Super Tails! 

Big news from Robert (he likes to be called 
"Reptile” - we hope it's a reference to MK2 and 
not because he's got some sort of grotesque skin 
condition) Britton of McRae. Vic. According to 
Robert, if you’ve got a copy of Sonic aTd 
Knuckles AND Sonic 3 (and you must have them 
both), not only can you transform into Super 
Sonic and Super Knuckles, but you can turn into 
the even tougher Hyper Sonic and Hyper 
Knuckles. And let’s face it, you can't get any 
tougher than HYPER, can you? 

Here’s how it’s done. When you link Sonic 3 with 
your Sonic and Knuckles cart you 
play both games consecutively as 
one big game. Start the game 
as either Sonic or Knuckles. 
Collect all seven emeralds in 
the first half of the game (ie, 
the Sonic 3 half) and you’ll 
turn into Super Sonic or Super 
Knuckles (once you collect 50 
rings). Now, in the next half of 
the game (ie. the Sonic and 
Knuckles bits) you’ll be able to 
collect super emeralds. Collect 
all seven and you'll be able to 
turn into Hyper Sonic or Hyper 
Knuckles. Hyper Knuckles glows 
white and pink and has three shadows coming off him when he 
runs. Hyper Sonic glows white, yellow, pink, green and blue and 
has four big stars and four small stars circling him. He also gives 
off three shadows when he runs. They’re both even faster than 
teir Super counterparts. Plus, Hyper Sonic can dart about by 
pressing the jump button in conjunction with a direction. 

What’s more, you can turn into Super Tails in exactly the same 
way - ie, collect all seven emeralds in the first half (you won't be 
able to trransform yet but you will be able to collect the super 
emeralds), then collect all seven super emeralds and you’ll be able 
to turn into Super Tails. Super Tails has four yellow birds flying 
around him which attack robots and Robotnik! 

And you thought you’d done everything you could do with Sonic 
3 short of shoving it up your freckle. 


Zombies Ate 
(Hu neighbours 

SNES 


Player’s Revenge 

The ever reliable and no doubt 
ever lovely Peter Brodie sent us 
in this excellent tip for one of 
the more original games of 
recent years. At the Code 
screen, enter WWJX. Start the 
game and you’ll find yourself 
running rampant through the 
offices (not the orifices as we 
would of liked) of Lucas Arts! 
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Virtual invincibility 

A handy tip sent in by someone who forgot to include their name. 
Smart in some areas, totally stupid in others you might say. 
Anyway, it's all to do with repair stations. Repair stations can be 
found on every stage but can only be used once, right? Wrong! 
When you're being repaired, simply pull the chopper up just 
before the energy bar is full. You can return to the repair stations 
as many times as needed by using the same technique. And as 
our mystery tipper says, "Sure, you won’t have that tiny slither of 
energy, but what's that to a pro?”. Indeed. 




PC 


Taking Pictures... 

After last issues excellent Doom 2 Play Guide (complete with all 
the cheats), we thought we'd run out of things to say about it. 
Not so Anthony Larme of Moorooka, Qld. Anthony tells us of a 
little known command line parameter that allows you to take 
screenshots of the game at any time - you don’t even need a copy 
of Screen Thief! 



All you do is enter devparm just as you would any other Doom 2 
cheat (ie, type it on the keyboard during play). You can take 
screen shots at any time simply by pressing FI. The shots are 
saved as pcx graphics files in the 





DOOM2 directory. Now you can 
make believe you’re as highly 
skilled as the members of the 
HYPER crew 


Cheats 

Karl Overton of Adelaide, SA, 
tells us the easy way of finding 
out all the cheats for this silky- 
boy platformer. All you do is 
type TYPE CHEAT.TXT, at 
the DOS prompt and your 
friendly PC will show you every 
code and a step by step guide 
on what to do. 


Vortex 

SNES 


Level Codes 


We had mixed feelings about 
Vortex, but quite simply, it's a 
game you must play. It could 
be the greatest gaming 
experience you’ve ever had. 
Then again, you might think 
it's a steaming pile of 
something that closely 
resembles shit. Regardless, 
level codes are always handy. 
Level 2: YFGJW 
Level 3: RWXVP 
Level 4: DHLNC 
Level 5: BGVRG 
Level 6: JNBTK 
Level 7: XLQMB 


UJ 


We know that Gods isn’t the 
latest, whizz-bang game, but it 
is a goody, and it’s cheap, so a 
lot of you might want to play it. 
If you do, you can thank Adam 
Wilson of no fixed address for 
these passwords. You should 
have enough money to buy as 
many weapons and potions as 
you like. 

Level 2: NASHWAN 
Level 3: COYOTE 
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DO YOU FC 


mortal Kambaf II 

SNES 


If these codes aren’t hot, we’ll eat our collective hat. They come to 
us (and of course, you) courtesy of Anthony Warne of South 
Varra, Vic. Excellent work, Ant (we can call you "Ant" can't we?). 
Except for "Extend Fatality Time", the codes only work in 1 
Player mode. You can combine the codes too (except for the ones 
that will take you to a secret character). Here’s how they work: 

At the character select screen, quickly (your timing must be spot 
on) push the directions indicated followed by SELECT. You can 
whack the codes in at any time before the characters are 
selected. As soon as you hit SELECT, you should hear the same 
tone that you hear when you select a character. If you don’t hear 
the sound, try doing the movements faster. 

All the following moves are joypad moves (ie: don’t hit the top L 
and R buttons). D = Down, U = Up, R = Right, L = Left (Duhl). 



D U R U L = Super Strength. 

Your hits 4X damage; theirs 1/4 damage. 

L U R D L = 30 Kredits 
U U L U D = Extends time to do 
fatality/friendship/babality/ 
pit spikes. 

R U U R L = Skip to Shao Khan! 

The following codes work like this: you fight 
the named character and you keep fighting 
them until you lose ("Push Start to 
Continue" ). Then you play the game as 
usual, with a higher startuing point. 

U L U U R = Skip to Smoke, then play from 
Shang Tsung. 

U D D L R = Skip to Jade, then Smoke, 
then play from Shang Tsung. 

L U D D R = Skip to Noob Saibot, then 
Smoke, then play from Shang Tsung. 

U D D R R = Skip to Kintaro, then play 
from Shao Khan. 

As Anthony says, don’t forget to hit SELECT 
after the movements! 




rofrhtii murphin 
Power Rangers 

SNES 


Level Codes/ 
Fighting Codes 

Average game, but I’m sure a 
few suckers got stuck with it, 
so here’s the codes. 

One Player 

2:3847 5:1970 

3:5113 6: 8624 

4:3904 7:2596 

Fighting Codes 
Scorpina: 0411 
Colosus: 1007 
Second Colosus: 1212 



Quarantine 

PC 


Level Codes 

Send Christmas cards to Jade Andrews of the ACT for these codes. 

1: Omnicorp is all knowing 

2: Keep the opressor opressing 

3: The meek shall inherit zilch 

4. Have you had your hydergine today 

5: Kemo city is a nice place to visit 

Jade’s also sent in these lovely hex bytes so you can change the 
weapons and stuff - all you have to do is edit the saved game 
(SAVE0.GAM) - a copy of XTGold comes in handy. Look for 



ShocKu/ai/e 

3DO 


ELVIS 
SIGHTING! 

What is it with EA 
and Elvis? Not only 
did they whack him 
in Urban Strike, but 
he’s got a cameo in 
Shockwave too. Where? Just blow up the octagonal shaped 
moon base at the start of level 10. If you fly back over it you’ll 
see a very small Elvis jumping up and down trying to get 
rescued (you can’t rescue him). Weird, huh? 


SECRET MISSION: “MILK RUN’ 


these bytes: 

Byte 1997 - Money (change to C8 64) 

Byte 31, 39, 41. 49, 51, 59 - Weapons (change to 26 06) 
Byte 71 - Steel, Titanium, Plastisteel (chnage to 26 06) 


All you need to do to play Mission 11 (Milk Run) is finish the 
game! After the final credits roll, look back at your saved game 
and you’ll find you’re now on Mission 11 - just restore your game 
and start flying. You might notice that the Milk Run isn’t like the 
other missions - if you don't, you’re not looking real hard. 
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5haq Fv 

Mega Drive 


All the Moves 

Philip LoveLock (Mt Isa, Qld) 
has sent us in all the moves for 
Shaqqy-Fu. We thought we’d 
print them. F = forward, B = 
back, D = down, U = up. 

Shaq 

Flaming Roundhouse: 

D, F, C button 
Buzzsaw Slicer: 

F, B, F, A button 

Sett Ra 

Energy Ball (Ouch!): 

D, B, C button 
Mummy Wrap: 

F, D, B. C button 

Colonel 

Dual Punch: D, F, B button 
Machine Gun: 

D, F, B, B button 

Kaori 

Meow: D, B, B button 
Cyclone: D, B, C button 

Auroch 

Blade Toss: B. F, B button 
Mace Hammer: 

B, D, F, C button 

Memphis 

Burning Powder: 

D, B, B button 
Lightning Jaws: 

D, F, B button 

Light Sabre: Moving forward, 
A button in close 

Diesel 

Fire Fists: B, D, B, B button 
DarkSide Dagger: 

B, F, B button 

Bad Duet with Barnesy: 

Any button 

Voodoo 

Evil Voodoo Doll: 

D, B, C button 

Evil Eagle: D, B, F, B button 



Sonic CD 

Mega CD 


More Hidden Stuff 

Yet more wacky secrets in this 
wacky little game. Access the 
Sound Test at the Title Screen 
by pressing Up, Down, Down, 
Down, Left, Right, A. In the 
Sound Test, enter these codes: 
Hidden Special Stage: 

FM:07 PCM:07 DA:07 
Gothic Sonic: 

FM:42 PCM:04 DA:21 
Hip Hop Sonic: 

FM:42 PCM:03 DA:01 
Japanese Sonic: 

FM:44 PCM:11 DA:09 
Masked Sonic: 

FM:46 PCM:12 DA:2 


5yli/ester and Tu/eety 

Mega Drive 


Skip to Level Five; 99 Lives 

A good looking, if somewhat tragically flawed game and this cheat 
should suck any remaining element of fun out of it. Just PAUSE the 
game at any time and press A, A, A, B, B, B, A and then unpause 
and you’ll warp to level 5. Do it again to pump your lives up. 
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John madden 
Football 

3DO 


Leo Tsu 

Bo Smash: D, F, B button 
Bo Flash: F, D, F, C button 
Bo Crash: D, F, B, B button 
Bo Jackson: Sports Star 
Bo from Dukes of Hazard: 
Wanker come C&W Singer 

The Beast 

Bad Breath: D. B, B button 

Nezu 

Back Flippin’ Mine: 

D, B, C button 
Launching Eno Mine: 

D, B, F, C button 


Dynamite Headdy 

Mega Drive _ - I 9 


Stage Select 

Eliot quite liked this weird 
little platformer. Make it more 
fun with this handy cheat. 

At the Title Screen, press 
START once. Leave the cursor 
on “Start Game’’ and : C, A, 
LEFT, RIGHT, B. You'll hear 
a tone. Now just press Start 
and select your stage. 







More Cheats 

Lots more cool tricks for the 
Fat Boy. 

Beefy Players: 

Pause and press the top R 
button, A and the P button 
(RAP). The crowd’ll cheer. 

To see the other team's plays: 

Pause, press B, L button, A, B 
(BLAB). You'll hear a grunt. 

Back to Normal: 

Pause, press A, X (AX). Listen 
for the gunshot. 
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Doom 

PC Add Ons 


So you’ve 
pounded all the 
demons in Doom 
1, rocketed the 
ram’s head in 
Doom 2 and you 
think you’re all 
Doom-ed out. 

Think again. 

There are a whole 
host of add-on 
files to get you 
back into Hell. 
HYPER checks 
out the pick of 
the crop... 



HOMER DOOM lSN k T 
GRAPHICALLY SPECTACULAR 
BUT IT'S FUNNY 




When the programmers of Doom first posted their shareware 
game onto bulletin boards and the Internet, they gave home 
programmers and game fans the information needed to create 
their own levels and manipulate the graphics and sound files. The 
result is a whole range of amazing add-on .WAD files for the 
original Doom - some funny, some serious and some downright 
silly. The quality ranges from amateur to mind-blowing, but as 
they're all freely available to 'Net surfers, no one really cares how 
bad they are - it’s the attempt that counts, and you can always 
erase the file after a quick look. 

The most complete files come from classic sci-fi universes like 
Aliens, Star Wars, Dr Who and Star Trek, and these come with 
new monsters, new sounds, new weapons and even new levels. 
Aliens and Star Wars are the best of the lot, and the work that's 
gone into these two is quite inspiring. 

Alien Doom 

Alien Doom contains new levels, new backdrops, a new type of 
rocket launcher, a pulse rifle (which fires faster than the chain 
gun), lots of aliens (including face huggers) which spurt green 
acid when you shoot them (ow!) and fantastic sound samples and 
effects. When Vasquez screams "Let’s rock!" when you're 
opening a door, the adrenalin really starts to flow. The game is 
apparently specifically aimed at multi-player co-operative mode, 
but we played it all on our lonesome and had a lot of fun (even 
though some rooms are absolutely jam packed with beasties). If 
there's even the tiniest bit of an Alien fan lurking inside you then 
you must play Alien Doom - it’s a whole new experience. 

Star Wars Doom 

Star Wars Doom also takes you to a brand new world, as it takes 
place on the huge Death Star complete with trash compactor and 
huge chasms. Not only do you get to fight with a light sabre (it 
replaces the chain saw) but you get to take on Stormtroopers, 
droids, Imperial Guards and other George Lucas created 
monsters. Oil barrels are replaced with R2D2 clones. The sound 
is great (excellent Darth and Chewie samples), the levels are 
huge and tricky and if you’ve ever wanted to be Luke Skywalker 
but didn’t want to worry about looking like Luke Hamill, then 
this is the game for you. 

Other files of interest 

There really is an almost endless list of sound and graphic add-on 
files and more are being created all the time. Some of the best 
ones we saw are Clinton Doom, where Bill's head takes the place 
of the Cacodemon; Monty Python Doom where all the sound files 
are replaced by Python samples; Beavis & Butthead Doom where 
you snigger and say "Cool" and "fart-knocker" a lot; Chook 
Doom where you fight giant chickens with your own chicken 
rocket launcher; Happy Doom, a surreal adventure where the aim 
is to make the monsters happy by giving them flowers and Pac 
Doom where giant 3D Pac monsters will give you their own silly 
version of hell. 

To access these WAD files you're going to need either a PC with a 
modem or a PC with Internet access. A good local BBS for files is 
Shockwave (02 669 6041), otherwise if you're already on the Net 
you can download them from Next Online's Gamesnet ftp site at 
ftp.next.com.au. Or if you're on the World Wide Web connect to 
http://www.next.com.au/ 

If you're not on the Net but want to be, check out the Next 
Online ad in this issue and fill out the form. 




ALIEN DOOM IS THE BEST OF THE .WAD FILES. THE SOUND IS 
BRILLIANT. AND EVERYTHING YOU LOVED ABOUT THE MOVIE 
IS HERE - FACE HUGGERS, ACID BLOOD ft PULSE RIFLES! 
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PAC DOOM IS FUNNY FOR A WHILE. AS YOU GET 
TO TAKE ON GlANT YELLOW PACMEN (SURPRISE. 
SURPRISE). WATCH OUT. THEY RE DEADLY! 


CHOOK DOOM IS PROBABLY THE FUNNIEST WAD 
FILE. YOU GET A CHOOK ROCKET LAUNCHER AND 
YOU GET TO TURN GIANT CHOOKS INTO FRIED 
EGGS. GREAT SOUND EFFECTS TOO. 


STAR WARS DOOM IS ALMOST IS GOOD. ITS GOT 
R2D2. STORM TROOPERS.A LIGHT SABRE AND 
SOME EXCELLENT DARTH SAMPLES. 


BILL CLINTON MAKES YET ANOTHER GAME 
APPEARANCE - PRETTY SCARY HUH? HE SHOOTS 
OUT THE WORDS "TAX" AND "SPEND". OUCH! 




DR WHO FANS GO WILD! YOU CAN TAKE ON THE 
DALEKS RIGHT NOW AND A CYBERMEN WAD FILE 
IS APPARANTLY COMING SOON. 



HAPPY DOOM IS FOR ALL YOU HIPPY PACIFISTS 
OUT THERE. DON'T SHOOT YOUR ENEMY - GIVE 
HIM A FLOWER AND MAKE HIM HAPPY. 
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The HYPER Crew Go To Pieces! rating debate 
A lame headline if ever you've seen one, I know, but Dear HYPER, 
then, we've all been struck down by illness during the ' Cou,d v° u P |ease explain exactly 
making of this bumper issue and we really don't have how the percentage rating sys- 
the energy to be funny right now. Tired, phlegm-ridden 
and exhausted we may be, but we're also vaguely 
satisfied that we've managed to deliver, yet again, 100 
pages of the finest gaming news, reviews and tid bits 
(whatever they might be) you'll ever see. We hate to 


blow our own trumpets, but hey, 
someone's got to. 
We'll try to stay healthy for the next 
issue though and we'll be back next 
month fitter and healthier than a 
trio of labradors feasted on PAL 
Meatybites. Mmm, Meatybites... 

Send your letters to: 
Try Odourless Garlic 
Tabs You Morons 
HYPER Letters 
PO Box 634 
Strawberry Hills 
NSW 2016 
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tem works? I am not saying you 
do a bad job (hell, you review 
better than any other mag), it’s 
just that the system really sucks. 
For instance, if a version of 
Doom came out with digitised, 
no-blocky images, full speech, 
CD-quality sound, with hun¬ 
dreds of levels, how do you show 
it? If you gave it maximum, 
what if it were amazingly 
improved again? Then what? 
The current scoring system 
seems to be absolutely useless 
for comparison. 

For instance along with the 
standard scores, you could add a 
scale with a lot of similar games 
on it, and show where that game 
falls into place, games on it, and 
show where that game falls into 
place, making for a system 
where comparison is no prob¬ 
lem. Like how Streetfighter 2 
Turbo got the same mark as 
MK2, you could put a scale with 
fighting game graphics on, 
where it could show MK2’s 
superiority. Anyway, I think by 
now you get the point. Don’t 
worry, it's nothing wrong with 
HYPER, you make the best 
games mag, it’s just a system 
that sort of needs revising. 

Yours sincerely 
Lenny Jones 

The percentage scoring system has 
its obvious drawbacks, but it’s the 
best one we've got and we're 
sticking to it. It's very tricky to 
score between different systems 
and to score updates of games 
(such as SF2 Turbo and Doom 2). 
There's a lot of difference between 
a Sega Mega Drive and a 486 PC 
with CD ROM. The games are 
miles apart - graphically, sonically 
and even demographically. What it 
comes down to is the gameplay - 
how much fun it gives the player. 
That's why both machines can 
have games score in the 90's. Also 
time of release plays a big part in a 
mark. Changes occur so quickly in 
video games that a game can be 
out-of-date within a year. It still 
could be a lot of fun, but in the 
intervening period something 
might have come along that 's big¬ 
ger, better and more fun. Obvious¬ 
ly if the old game is converted to a 
new format, it won 't get as large a 
mark because there is now a better 


value product on the market. 
That's what happened with Super 
SF2 and MK2 - MK2 is a new, 
very classy fighting game which 
may or may not be better than 
Super SF2 (it's a matter for 
debate). Unfortunately SF2 has 
been around for years and while 
it's still excellent, 4 new characters 
doesn't necessarily mean you 
should spend lots of money to own 
it. While the marks were similar 
(MK2 on SNES actually won on 
percentages), our comments 
should have guided you as to how 
we're really thinking. So when it 
comes down to it, the percentage 
rating system should only be used 
as a guide - to know our true feel¬ 
ings on the game, read the full 
review, that s what it‘s there fori 


FEEDBACK 

Oi you guys at HYPER, 

I have a novel idea. A new sec¬ 
tion/page/s for your esteemed 
publication. Us dumb con¬ 
sumers/gamers/thumb callusers 
are served up all sorts of trash 
and mediocre crap mixed in with 
some (expletive starting with f) 
splitch games. Besides you guys, 
the powers that be (Sega, IBM 
3DO, Jaguar, Dimtendo) don’t 
seem to have any feedback link 
with us consumers. 

Here's where you come in. You 
tell us little bleebs to send in our 
favourite game irritation, glitch 
or shitty bit or conversely the 
coolest chunk of our favourite 
game; you summarily dispense 
some dumb inexpensive prize to 
the best ones. 

Next, you send this interesting 
data to whoever wants to pay bil¬ 
lions for it, you’re rich and happy, 
they’re happy and richer and us 
consumers will be poorer because 
we can no longer resist buying 
excellent improved games. 

Hell, you could take it a step 
further: the scant few of us who 
actually think might even come 
up with a whole game concept. 
You’d probably get a lot of con¬ 
cepts better used as recycled 
confetti, but along with it might 
come along the next SF2 
Super/Turbo/Hyper/New Chal¬ 
lenger edition. Now is that an 
interesting concept or what? 
Alternatively should you be 
slack sods how bout you print 
some contact details for soft¬ 
ware developers so we can do it 
ourselves. Is that possible? 
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If not, sod off and die. Then 
came back in your next life and 
keep up the good work. 

Yours Reasonably sincerely 

Craig Bennett 

Your concept is a great one, but 
that's really what this letters page 
is for - irritations, compliments, 
arguments about games and 
gameplay. If you've got a whole 
new concept for a game that's too 
big to fit in a letter, send it in to us 
and we'll put you in contact with 
software developers. 

TECHNOLOGY OVERLOAD 

Dear HYPER 

I thought of this a number of 
times: wouldn't it be excellent to 
use the Interactor, Justifier, 
Activator and the VR headset at 
the same time? And maybe all 
this with four other people with 
the same equipment hooked on 
a four player adaptor? Although 
all this would be a bit hard to 
manage, (or impossible) it 
would be great fun. What do 
you think? 

Another point: I think that the 
super consoles war is never 
going to end. 

3D0 II is coming which will be 
better than the Playstation, 

Sony aren’t going to take it so 
they’ll improve the Playstation 
and so on. And I haven't even 
mentioned Sega or Nintendo. I 
think it will be the same thing 
with PCs. The minute you buy 
one, it’s out of date. 

Thank you 

John QLD 

Mad idea John, but completely 
impossible at the moment. In a 
couple of years though we'll see 
much more realistic VR games 
that will incorporate devices like 
the Interactor for full-body effect. 
And yes, the Video Game War is 
only just beginning and there 
doesn't look like being any end to 
it at all. After all the Coke War 
(between Coca Cola and Pepsi) 
doesn't show any sign of failing 
and that s been going for decades. 

GAME OF THE YEAR 

Dear HYPER, 

I recently hired out a copy of 
Donkey Kong Country and I 
tried to use my Action Replay II 
on it and a warning came up and 
said that this game is not 
designed to use with game alter¬ 
ing devices. Why have Rare 


done this and will any other 
games under go this treatment 
also in the near future? 

Before I end this letter I’d like to 
ask a question about 3 certain 
platformers: Super Metroid, 
Earthworm Jim, and Donkey 
Kong Country. All 3 have lived 
up to the hype and Super 
Metroid and Earthworm Jim 
both got 94% in your mag and in 
the 20th issue of NMS, Donkey 
Kong Country received 96%. 

Now heres my point. In issue #8 
of HYPER on the front cover it 
says ‘‘Super Metroid console 
game of the year.”. In NMS no. 

20 at the end of the comment it 
says "Game of the year? Defi¬ 
nitely" . And in HYPER no. 11 
on Earthworm Jim in the overall 
part your comment was “Is this 
the perfect platformer? Why, yes 
it is as a matter of fact." What’s 
going on? Who's telling the 
truth? Which game really is 
game of the year? Super Metroid 
or Donkey Kong Country and if 
Earthworm Jim is the perfect 
platformer then shouldn’t that 
be game of the year. 

I've already played Super 
Metroid and Donkey Kong 
Country and they are both 
wicked and I’ve seen Earthworm 
Jim and that looked very 
impressive so please tell us all 
which is better? 

Simon Censori 

Firstly, some “game altering" 
devices are used for copying games 
which is obviously not in the pro¬ 
ducers best interests so it is going 
to get more common, and second¬ 
ly, I can't tell you which game is 
better because I really can 't 
decide myself They are all brilliant 
games and you should try and own 
all three if you can. I won't go on 
about the differences between 
magazines and reviewers, but 
when we put Super Metroid on our 
cover we said "Console Game of 
the Year?". Note the question 
mark. But I wouldn't really worry 
about anyone's else's opinion as 
to "Game of the Year". Play them 
all and decide yourself. 

POTENTIAL 3DO BUYER 1 

Dear HYPER, 

I've been recently thinking of 
buying a 3DO and have some 
questions about it. 

1. What would be the top 5 
games for 3DO so far? 

2. Will Alien vs Predator be on 


the 3DO? 

3. I thought that Night Trap 
was banned in Australia, what's 
the story? 

Other questions (mainly for 
Mega Drive) 

4 My friend told me, for the 
level select cheat on Sonic 3 (I 
missed no 8 - so shoot me!!) 
that you need to take the cart 
out to get it. and it could dam¬ 
age it in doing so. If this is true 
is that another way of doing it? 

5. On the Zone there was sup¬ 
posed to be a cheat to turn Mor¬ 
tal Kombat into Street Fighter II 
is this true? 

Yours faithfully 

JR Rainbow Flat NSW 

J. I'd say Road Rash, FIFA Soccer, 
Shock Wave, Super Wing Com¬ 
mander and Alone in the Dark, but 
other people would disagree 2. No, 

I don't think so 3. It wasn't 
banned - Sega voluntarily with¬ 
drew it (after most people had 
already bought it). It's now been 
classified MA 15 4. It is true that 
there’s a cheat which requires you 
to pull the cart out, but there's an 
easier way - after the Sega logo 
fades quickly press UP, UP. 
DOWN, DOWN, UP, UP, UP, UP 
before the screen flashes white. 
Timing is everything though, so 
you may have to persevere. 5. No, 
of course it's not. 

POTENTIAL 3DO BUYER 2 

Dear HYPER, 

I am a loyal and devoted fan and 
have been reading your mag 
since day one. It’s the best mag 
in Australia. Anyway I own a 
Super Nintendo with 12 games, 
the Tank. 3 control pads, the 4 
player adaptor, and the gun. I 
am thinking of trading it in for 
cash and then buying a 3DO. I 
have played all of the games 
available at the shop and I think 
it kicks butt. Especially Road 
Rash and John Madden Foot¬ 
ball. I don’t know what to do. 

Do you think it would be worth¬ 
while to get a Panasonic 3DO, 
or wait until a 64bit system is 
released like the Saturn 
Thanks for your time, and keep 
up the good work. 
Graham Oates 

For a start, the Saturn isn't a true 
64bit system and if you want to 
get into high level gaming straight 
away, I reckon the 3DO is an 
excellent place to start. You can 



always upgrade that to a 64bit 
machine in a year or so. 

BASIC GAMING 
FUNDAMENTALS 

Dear Ed 

I am very, very pissed at Sega 
at the moment. Why? Well I 
bought a Mega CD a couple of 
months ago - this should tell 
you everything. 

About a week ago I bought a 
British mag featuring an article 
on the long awaited "Rebel 
Assault” soon to be released on 
Mega CD. As an Avid "Star 
Wars" fan from way back, I'd 
been dreaming about taking on 
the Empire once again, flying for 
the Alliance, blowing the shit 
out of TIE Fighters and any¬ 
thing else I could aim my X- 
Wing at. But alas, I found out 
that just like most other CD 
games, it involved very little 
playability. Oh yes it promises 
very pretty graphics and FMV 
and Digital speech and, and 
I think it really sucks that these 
games are being sold for over 
$100 and you get very little in 
the way of playability, addictive¬ 
ness, quality for money. It seems 
as though the creators and pro¬ 
grammers are so involved with 
the visual presentation of CD 
games that they are sacrificing 
basic gaming fundamentals. 

Lets hope we don’t get aban¬ 
doned all together, when the 
new Mars and Saturn gaming 
machines are released. 

Catch Yez 

Duncan 

Rebel Assault is a difficult case, 
because (on the PC at least), the 
graphics are so good that the 
gameplay faults don't seem as bad 
as they should be. However on the 
Mega CD, the grainy visuals don't 
hide the fundamental flaws at all. 
There are a couple of good Mega 
CD games (Thunderhawk for 
example) but in general it's a bit 
of a dud machine. Sorry. 

IT’S THE GAMES 
THAT COUNT 


Dear HYPER 

First I'd like to tell that "PC 
ACTIVIST” to go to hell (please 
excuse the obscene language) 
because he thinks that HYPER 
doesn't review many PC games. 

I own an IBM CD ROM and I 
think that you do a lot of 
reviews and previews for PC see¬ 
ing that you are a multi format 
magazine. Even though I don’t 
own a Mega Drive anymore, (I 
popped into the nearest Cash 
Converters and was ripped off, 
but I bought The 7th Guest with 
my money) I still enjoy reading 
reviews for other systems and 
games. Also, Mr Activist, do 
people (Homo Sapiens, not PC 
Nerds) buy a Mega Drive 
because of its 64 colours and 16- 
BIT CPU. NO!! land many oth¬ 
ers don’t care what system we 
have because it's the games that 
count. Also, Mr Activist, you 
can waste your money on those 
stupid English magazines (pricey 
at $6.00 or higher) which come 
with faulty CDs and bad disks! 
Away from that situation, may I 
ask a question? 

I am thinking of buying The 
11th Hour. What is your opinion 
(on the game) and also in the 
advertisement in issue 11 (what 
a coincidence!), it says at the 
bottom of the page: Contact 
Shockwave BBS for Screenshots 
and Demos. Do you know how 
much these demos cost? 

Thank you very much for 
your time and I hope that the 
PC Activist gets a life and what 
he deserves! 

Jim Morris QLD 

In answer to your question, I have 
no opinion on The Xlth Hour 
because I haven't played it yet. It s 
due out in January or February 
and we'll review it as soon as we 
get a copy. As for the demos: 
Shockwave is a Bulletin Board and 
if you have a computer and a 
modem you can download screen- 
shots and get info about demos. 
Some demos are free and others 
you are charged for. Log on for all 
the info. 
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WAY OF THE WARRIOR 

Dear HYPE R, 

Boy, did you guys get it wrong! 
Your review of Way of the War¬ 
rior w as way off the mark. Ever 
since a certain leading US gam- 
inf magazine dumped on the 
garm play of Way of The War¬ 
rior irta mini review, subsequent 
reviews seem to be afraid to 
determine for themselves the 
playability of the game. 

The game is not unique, but it is 
the first 32 bit fighting game for 
the 3D0, and as such has sliced 
off a large hunk of the small 
3D0 gajne market. It's all the 
rave on the Internet and Com¬ 
puServe, as addicts (like myself) 
try anything, to learn the secrets 
within the game. 

It varies from Mortal Kombat in 
one major area... it’s not a con- 
sole release of an already mar¬ 
keted arcade game. When Mor¬ 
tal Kombat I & II hit the console 
market, most of the game 
secrets were already known and 
in print, and playability was at a 
m«i <imum. Way of the Warrior 
was a direct entry to the market, 
so it's understandable that a 
reviewer has little to talk about 
when he knows that each char¬ 
acter jn WOTW has 60-1- moves 
(unique, generic and location 
specific), bu r he hasn’t a clue 
what they are, unless he spends 
a few weeks getting acquainted 
with the game. 

To critique the review itself, I 
would agree with the ratings 
given to both visuals and sound. 
WOTW has almost as much 
memory devoted to sound 
effects as all of Fatal Fury 2 for 
the Neo Geo, and at 30 frames 
per second, it has smooth pan¬ 
ning and zooming of the camera 
(ala Samurai Shodown). The 
gameplay rating is rough. I don’t 
know what the reviewer was on, 
but slow the game is not. The 
speed in absolute terms depends 
on the cameras perspective, and 
combined with the large charac¬ 
ters. it may seem slower than 
say MK II, but it is definitely 
not. Control is tricky, as the v 
moves that are direction + a 
button require excellent timing 
They do work, but it takes prac¬ 
tice to get the hang of it. 

As for the longterm, with hidden 
games, secret stages, magic and 
twice as many characters to dis¬ 
cover and use, as you start with, 
the longterm looks good as far as 


I am concerned. Thanks for 
reviewing the game. With the 
3DO competition, and advertis¬ 
ing in the same issue, at least 
your review shows your impartial 
and not pressured to give nice' 
reviews for your advertisers. 

Cameron Thomas 
Herston Qld 

Ahh, Way of the Warrior. Our 
review caused quite a bit of fuss but 
we're sticking by the rating and 
comments. Andrew may have writ¬ 
ten the review, but all three of us 
(Me, Andrew and Mark) agreed 
that the game wasn't a winner. 
While it may be fast in absolute 
terms (sure, there's lots of scaling, 
zooming, rotating etc), it's not too 
quick when we're talking about 
actually beating the crap out of 
your opponent (which, let's face it, 
is the point to a one-on-one beat 
'em up). And the controls - you call 
them tricky, we call them clumsy 
and while there are a hell of a lot of 
secrets, if the basic gameplay is not 
up to scratch, there's not much 
incentive to go looking for hidden 
bits. But then, if you like the game, 
that's all that countsI 

MIXED BAG 

Dear HYPER, 

First of all, congratulations on a 
fine magazine. I purchased my 
first issue of HYPER last month, 
it is very informative. So, lets 
get down to the questions. 

1. When will the 32X be released 
in Australia and for how much? 

2. I own SF2 Special Champion 
Edition, should I also purchase 
SuperSF2? 

3. Have you any information on 
the Saturn (tech specs)? 

4. Will there be a floppy disk 
version of Armored Fist and if 
so, what is the price? 

Thanks for answering my ques¬ 
tions. Keep up the good work. 

Yours sincerely 
Jimmy T 

1. It should be out any time now 
for $349 2. Only if you really feel 
you have to play with the New 
Challengers. I personally don't 
think it's worth the extra money 
3. We've had a bit of a play with 
the Saturn (it's very silver) but the 
tech specs were all Japanese and 
Sega couldn't even tell us the final 
details. We'll cover it and the first 
game, Virtua Fighters next issue 4. 
Yes. $99.95 


PC GAMES KICK CONSOLES 

Dear HYPER. 

I have been reading your maga¬ 
zine ever since it came out, and 
must congratulate you on what 
is - in my mind - the best Aus¬ 
tralian games magazine. I feel, 
however, that I must get a few 
things off my chest. 

I see that the PC vs Console war 
is raging on. Most readers say 
that the console is better, and 
slag off the PC because it has 
gouraud shading and is therefore 
unplayable. Hmmm Most CD- 
ROM based games have that, 
and everybody knows that 80% 
of them are trash. 

But if consoles are better than 
PCs. then how come the highest 
HYPER ratings so far have gone 
to PC games? Doom and Myst 
both got 96%. If my memory 
serves me correctly the highest 
console rating was 94% for Road 
Rash (It's actually SF2 Turbo 
and NBA Jam, both with 95% - 
Ed). Where else but the PC can 
you get games as brilliant as 
Doom and Doom 2, Rebel 
Assault, System Shock, Ultima 
Underworld 2, Sam & Max Hit 
the Road, UFO Enemy 
Unknown, Theme Park, Syndi¬ 
cate, Cannon Fodder. Sim City 
2000 and Myst (to name but a 
precious, precious few)? 

On Sega? Nope. On the SNES? 
Uh uh. On 3DO? Nice try, keep 
guessing On Gameboy? Not a 
chance. Jaguar? In the arcades? 
You'll be lucky. 


And do PC games cost $140? 

No sir. The most expensive one 
around is just clocking $120, 
and that’s on CD with 650 
Megabytes of information. 

Heck, some PC games are free! 
Lush. 

Sure, a few of the above-men¬ 
tioned games are on console sys¬ 
tems, but they were released on 
the PC and Mac first, and the 
conversions are utter crud (take 
Syndicate on the Mega Drive, 
for example. And DOOM on 
Jaguar). 

And where else can you get 64- 
bit programs that run at 
150Mhz and have 16.5 million 
colours with CD-quality sur¬ 
round-sound audio? On that lit¬ 
tle black or white box hooked up 
to your television? Not bloody 
likely! As for multiplayer games, 
well, there ARE such things as 
networks and modems, and a 
few PC games can have up to 
four players on a single system! 
I'd like to see the Mega Drive do 
that. 

If anybody out there who dis¬ 
agrees with me can show me a 
truly original console game that 
isn’t a platformer and the PC 
can’t do better, I swear I shall 
grill my hat and eat it with oys¬ 
ter sauce. 

Yours totally truly sincerely 

James Wall QLD 

James, no one is arguing that the 
PC doesn't get fantastic games. It 
does. But console owners have 
their own rippers like Earthworm 
Jim, Virtua Racing, Donkey Kong 


Country, Super Metroid and 
Sonic, and the price you pay for a 
console ($150) is a hell of a lot less 
than a PC ($2000 - $4000 with 
soundcard/CD-ROM), even if the 
games are slightly more expensive. 
If you re happy with your system 
and the games you're playing, 
that's all that counts. 

THE RINGS OF SATURN 

To the Happening Dudes of 
HYPER 

I would just like to ask a few 
questions that the wise crew of 
HYPER may be able to answer 
for me. 

1. When the Sega Saturn is 
released will it have a cartridge 
slot for either Mega Drive or 
MD32 games? 

2. Now that Microsoft has 
joined with Sega, what can the 
two companies working in con¬ 
junction with one another pro¬ 
vide for the Saturn in terms of 
Multimedia purposes? 

I would just like to make a state¬ 
ment: I and many other people 
are pissed off that Japanese and 
American gameplayers will be 
able to purchase the ultimate in 
gaming experience, after all we 
enjoy gaming as much as the 
next schmuck. I mean who 
wants to play arcade-perfect 
conversions of Sega’s Virtua 
series and Namco's Ridge Racer 
and Cyber Sled (all exceptional 
games), a year or 2 years after 
their initial release in the 
arcades. Why not release a con¬ 
sole world-wide simultaneously? 

It would have many benefits. 


THE EYES ARE ON US. THIS WAS SENT TO US BY MICHAEL QROENHOUT FROM WATSON IN THE ACT. 
HE ALSO DID THE PlC ON THE PROCEEDlNQ PAGE. NICE WORK. 












Anyway, its time for me to go, 
keep up the excellent work. 

The Sly 

1. No, the Saturn is a brand new 
machine. It does have a cartridge 
slot, but MD or MD32 carts won 't 
fit in it . There may be add-on 
devices (like the Master System 
converter) which allow you to play 
MD/MD32 games but at the 
moment, the Saturn is for Saturn 
games only. 3. Microsoft suppos¬ 
edly worked on the operating sys¬ 
tem for the Saturn and that's all. 
Besides - Microsoft have never 
been known for their Multimedia 
work. 

MESSY THOUGHT 

To the HYPERactive people, 

Can you tell me why some games 
are so expensive and others 
aren't? Donkey Kong Country 
will be selling for $99 which is 
incredible for a huge 32 meg 
cart, and other games eg NBA 
Jam cost around $130 - $140. I 
know about import duties and all 
that so I reckon Australia should 
make PAL versions of games 
here. Would that be possible? 


1 think Nintendo’s only problem 
with the Ultra 64 is that it 
sounds like a giant tampon. 
Instead of 'They’re my Libra 
Fleurs", its "They’re my Ultra 
64s, for my heaviest days". 
There’s a messy thought for you. 
Thanks for your time effort and 
psychiatric counselling 

Ben (Cypress Hill) Smith 

That certainly was a messy 
thought. Nintendo licenses out the 
rights to produce games on the 
SNES. It 's a thorny issue, but third 
party manufacturers are forced, in 
effect, to buy their carts off Nin¬ 
tendo of Japan, which (especially 
considering exchange rates) ends 
up making their final products a 
lot more expensive than they oth¬ 
erwise would be. That 's why only 
Nintendo themselves could have 
released a 32 Meg cart for only 
$99. It 's got nothing to do with 
import duties. 

BLOODY UNREAL 

Dear HYPER, 

I've collected HYPER since Issue 

2 and its bloody unreal. 

Anyway, I've got some questions. 


1. Are you going to do an EA 
special with NBA Live 95, 
Madden 95, FIFA 95 and 
PGA III? 

2. How much are 32X 
games? 

3. Does the 32X connect to 
older versions of the Mega 
Drive? 

4 When is NBA JAM 
Tournament Edition coming 
to Mega Drive? 

5. Do any games come with 
the 32X? 

6. When is Mutant League 
Basketball coming out? 

Keep up the legendary Work 

James VIC 

1. We're not exactly doing an 
"EA Special" but we'll defi¬ 
nitely be reviewing all the 
games you listed - FIFA 95 is 
in this issue, NBA Live 95 was 
in last issue 2. They range in 
price from $90 to $120 at the 
moment 3. Yes 4. March, 
hopefully 5. No 6. Not sure. 



ypermart 



Two IBM Games, 1 A10 Tank 

killer version 1.5 (3.5 floppy) 21 
missions with manual and box 
$25.00 2. Over Kill (3.5 floppy) 
with cover $10.00 Phone Jere¬ 
my on (049) 886 305. 

Magic Drive Plus 24 meg disk 
system for Sega Mega Drive 
(still under warranty) plus Mega 
Drive with heaps of games 
including MK II. Also comes 
with Action Replay 2 and four 
controllers All items are PAL. 
Will sell all for $850.00-$800 00 
Ph (02)579 1900 
I wanna sell my Lynx with 3 
games - Ishido, Stun Runner and 
Xenophobe with boxes and 
instructions but no box for the 
Lynx Call Peter after 4pm on 
(02) 281 681. 

Super Nintendo including 4 
games Super Mario All Stars, 
NBA Jam. Super Mario World, 
Bart's Nightmare and 2 con¬ 
trollers worth $720 selling for 
$350 ono Contact Graham on 
(02) 980 6834. 

Will sell Mortal Kombat and 
Sonic 2 on MD for $70.00- 
$80.00 or Mortal Kombat 
$60.00 Sonic 2 $20.00 Will also 
swap for other MD games. Nei¬ 
ther game has box. Ask for 
Casey on (043)285 916 
Will sell Street Fighter II SCE. 
$60 00, Mortal Kombat $50.00. 
Both are for Mega Drive Both 
in excellent condition No 
instructions for Mortal Kombat. 
Will sell separately or together 
$100.00 or swap for Tomcat 
Alley CD or Dracula Unleashed 
CD Phone Craig (079) 283 588. 

Mortal Kombat 2 Not! Master 
System 2 with 8 top games 
Wonder Boy III, Mickey Mouse, 
Asterix and heaps more games 
boxed with instructions worth 
$499 00 will sell for $210.00 
phone (050) 241 875. 

Amiga CD32 with 6 games and 
2 demo CDs Games include 
James pond 2, Zool and Whales 
voyage. Has Motorola 68 EC020 
processor and can display 
256,000 colours form a palette 
of 16.7 million colours. CDs can 
hold up to 660 times of what a 
floppy disk can. As new boxed 
with instructions, paid 
$1150 00, sell $780 00 or swap 
for other 32 or 64 bit system. Ph 
(067)231 213, ask for Alex 
Mega Drive 2. Mortal Kombat 
2, and 3 control pads: 6 button, 



PAD 

i perfect 

t»on. i he lot $300 00. Call 
Chuck on (07)282 7770. 

Mega Drive: operates both 
European and Australian games, 
with one 6 button pad and two 
button pads $100.00 Games: 
Super Street Fighter 2: The New 
Challengers $69.00 Street Fight¬ 
er 2: Special Champion Edition 
$49.00. FIFA International Soc¬ 
cer $29.00 4 way joystick adap¬ 
tor "Sega Tap" $40.00. PC 
Games Police Quest 4 $49. Leg¬ 
end of Robin Hood: Conquests 
of the Longbow $20.00. 

James (03) 808 3798 

Doom 2 PC. Na just kidding 
but while your reading this I’ve 
got some Mega Drive games for 
sale. They are Mortal Kombat 1 
$50-$60, Sonic 1 $30-440 and 
Altered Beast $15-$30. Will 
negotiate prices. Please ring (09) 
454 5997 from Mon to Thurs 
from 4 till 9.30 Ask for Sam. 

Atari Lynx II with World Class 
Soccer game Will swap for a 
Game Boy or sell for $100 ono 
Ph Aaron on (074) 622 932. 
Nintendo (NES) In perfect 
working order, 2 control pads no 
games or box $40 ono will swap 
for unwanted SNES games con¬ 
tact Nolan on (063) 682 485. 
Mega Drive Games. Crack Down 
$20, Super Hang On $20, Fatal 
Rewind $20, Spider Man $30, 
Revenge of Shinobi $30 or the 
lot for $100. All boxed and in 
perfect condition. Call Chris on 
(058) 262 578 

Mega Drive: Thunderforce II, 
Terminator and MERCS Mega 
Drive: All three for $60 or $25 
each Ph (076) 232 683. 

Star Trek: 25th Anniversary 
CD for IBM Includes all docu¬ 
mentation plus Clue Book $75 
ono. Ph (02)488 7213 

SNES with 2 controllers, Stereo 
Cable, Stunt Race FX, Mario 
Kart. Starwing, Zelda 3, Pocky 
and Rocky, Shadowrun, Mansell's 
racing and Mario World. Excel¬ 
lent condition $700 ono Ph 
Anthony on (02) 488 0154. 

SNES Games: Super Metroid 
$65, Super Bomberman $55, Sky- 
blazer $45, Final Flight 2 (Jap) 
with Universal Adaptor (Expert 
Edition) $85. All in excellent con¬ 
dition, boxed with instructions, 
ask for Brett (066) 283 557. 

Game Gear, excellent condi¬ 
tion, with AC adaptor, carry 
case, Battery (last four hou 
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■I Instructions. 
) ono will 
not sep Ph (053) 834 553 after 
5pm and ask for Andrew 

Mega Drive in VGC with 2 con¬ 
trol pads, 5 games (inc. SF2SCE) 
for sale for $300 or swap for 
SNES with 1 game (MK, MK2 or 
Super Mario Kart preferably). 
Call (071) 523 162 after 4.30pm 
weekdays and ask for Ben. 

SNES Games: Super Star Wars 
$80. Super Mario World $60, 
and Desert Strike $45, Call 
Stephen on (07)396 9035 (Per¬ 
son must live in Brisbane). 

Mortal Kombat on PC $50. 2 
button joy pad $10. Ring Ben on 
(079)396 009 after 4.30 pm. 

Super Nintendo game, Equinox 
(Solstice 2) with box and 
instructions, perfect condition 
$55 ono Ph (066)283 755. 

Mortal Kombat (MD) $50 Will 
swap for Aladdin or other good 
game. Wanted 6 or 3 button 
Arcade Stick. Ph: (048) 848 179 

SNES Mortal Kombat, boxed, 
no instructions $45 Ph (08) 296 
6776 ask for Andrew. 

Mortal Kombat 2 (MD):Has 
box and manual, in perfect con¬ 
dition. Will Sell for $110. Ph 
Damien on (042) 833 598. 

Sega Master System II, games 
SCI, Operation Wolf, Shinobi. 
World GP, American Pro Foot¬ 
ball, Olympic Gold, World Games, 
Rambo III, Shooting Gallery, 
Wonder Boy III, $40 each. Light 
phaser with rapid fire $70 system 
complete 2 pads and above $300 
ono Ph Drew 365 0232. 

SNES $60 each, $260 The Lot. 
Starwing, SFII Turbo, SFII, F 
Zero, Super Star Wars PC 
Boxed and instructions, also 
Viper Joystick $45 Perf. cond. 
(02)451 7641. 

SNES: Pocky and Rocky, SFII, 
SFII Turbo. Battlemaster, Mario 
Paint and Mario'All Stars. 
Nothing over $60!! Ph James 
(08) 271 2553. 

PC Game, The Two Towers: 
Lord of the Rings 2. Unwanted 
gift (thank you Hyper!!), still 
got the shrinkwrap on it, $30 Ph 
Matt (07) 899 2144 between 
9am -11 am. PS You don't need 
to have played the first one to 
play this one. 

Night Sight for Game Boy will 
take $30 or closest offer call 
Avon on (048) 851 592 after 
3pm or on (048) 851 501 after , 
3pm if no one answers. 

PC CD Rom game Rebel Assault 


Excellent Graphics and < 
new with box and instructions. 
Codes for all levels including end 
scene Sell for $75 ono. Ph (074) 
460 967. Ask for Andrew. 

Mega Drive Games for Sale. 
Mortal Kombat $55, SFII $95, 
Lotus turbo Challenge $40, pro 
pad $30 columns $15. Will swap 
any game Ring (048) 898 179 
Jamie. 

SNES Games, Flashback $65. 
Turtles in Time $45, Batman 
Returns (USA) with converter 
$69, Superstar Wars $65. Mega 
Pad (slightly faulty) $8. Contact 
Marc on (02)502 1448. 

Game Gear with 4 games: Fan¬ 
tasy Zone, Jurassic Park, Drag¬ 
on Crystal and Columns $250 
the lot. Am willing to sell games 
separately, Ph (066) 842 489 
after 4pm ask for Marcus. 

SNES Games: Mortal Kombat, 
Zelda, John Madden ‘93. $60 
each ono. Neil (02) 542 1030. 

Mortal Kombat 2, just kidding! 
Mega Drive games for sale NBA 
Jam $90, Batman Returns $50, 
Sonic 2 $39, Golden Axe 1 and 2 
$40 , Columns $20, all boxed 
with instructions and in excel¬ 
lent condition Ph (050) 241 875. 

IBM Teenage Mutant Ninja 
Turtles orig box and manual 
5.25” $12, Police Quest 1 orig 
box and mans with big map of 
city 3.5” $15, Lemmings 
(Demo, first 4 levels) 5.25”$4, 
Dangerous Dave 5.25” $4, 

Prince of Persia (Demo: first 
two levels) comes with a huge 
lint sheet. 5.25” $4, A Lifeless 
Planet and Me with No Beer 
5.25" $4, Leisure Suit Larry 1 
5.25” $15. All games work with 
a CGA mon, Ask for Steve (059) 
623 318. Will sell games through 
the mail. 

Mega CD 2 Mega Drive 2 $400 
ono, Tomcat Alley $75, Ground 
Zero Texas $80, Sonic CD $80. 
Ecco the Dolphin $75, Silpheed 
$65, Batman Returns $70. 
Thunderhawk $70, Sherlock 
Holmes Vol 2 $75, Road 
Avenger $70. Prince of Persia 
$60 Sonic 2 $25. Call Sean 
(051)551 881 

SNES Games all excellent con¬ 
dition. Final Fight 2 $30, Rock n 
Roll Racing $55, Fatal Fury $30, 
Star Wars $25, Mortal Kombat 
$40, World Heroes $50, Super 
Metroid $55 Art of Fighting $55, 
Death Valley $35, Street Fighter 
@ Turbo $50, Mario Kart $40, 
Stunt Race FX $60. Dead Dance, 


NBA Jam $45. after 5pm on 
Mega Drive games Sonic $10. 
World of Illusion $30. Sonic Spin- 
ball $25. Eternal Champion $40. 
Heavy Nova $10, John Madden 
Football $10, Sonic 2 $25, Two 
Crude Dudes $25, Quackshot 
415, Aladdin $35, Dragon Bull 
$40, Gunstar Heroes $35 SNES 
Game Doctor SF3 32 Meg Excel¬ 
lent condition $275 call after 
5pm (03) 846 3233. 

IBM Games for Sale. Prince of 
Persia $15, Sim Ant for Window 
$20, Falcon 3.0 $50. No boxes 
$5 each or all for $30: Dare to 
Dream , Major Striker, Kilo- 
blaster,. Wolfenstein 3D first 
episode. Monster Bash, Duck- 
tales, Jill of the Jungle. Baron 
Baldric. No boxes, Populus $15, 
Lemmings 2 Tribes $50. Bart vs 
the Space Mutants with cheat 
$10, Kings Quest 6 $40. Kyran- 
dia $50. Sega Mega Drive 
Altered Beast $10, Sonic $15. 
sonic 2 $25.. all for $50. Ph 
Michael on (06) 296 1550 or the 
lot for $300.00. 

Sega Master System II, 7 
excellent games including Sonic 
2, Chuck Rock, Mickey Mouse 
and many more. $200. Call 
Anton on (02) 816 2028. 

Atari 1040STFM, great condi¬ 
tion, Phillips colour monitor, 
over 9 disk boxes full of soft¬ 
ware, 170+ magazines/books/ 
catalogues, 2 arcade joysticks, 
new mouse/mat, Star colour 
printer and new ribbon, 
coverdisks etc. $950 ono. Inter¬ 
ested? (02) 524 3389 

Sega Mega Drive 2 with a 4- 
Way play adaptor, 3 control 
pads and 5 games, including 
Mortal Kombat 2. Dune 2 and 
FIFA Soccer. Excellent cond. 
$350 PH Mark (08) 353 2481 
after 6pm. 

IBM games: SF2 World War¬ 
rior and Crazy versions $8, 
Wolfenstein 3D - Episode 1 $4. 
Wolf 3D - New Map (add on) 

$3. Terminator Rampage $6. 

Will negotiate prices. Phone 
Craig (03) 783 5691. 

Flashback on IBM. complete 
with box, books and manuals. 

As new. $40. Ph (066) 866 587. 

SNES Games: MKII $80, Don¬ 
key Kong Country $80, Mortal 
Kombat $40, SF2 $40, Super 
Advantage Joystick $60. PC CD 
ROM games: Ultima VIII Pagan 
$75, Sam & Max $50. Rebel 
Assault $40, Jurassic Park $40. 
Indiana Jones $40. Everything 


boxed with instructions. Phone 
David on (02) 623 7820. 

Mega Drive: 2 control pads, 
audio video cable, Sonic 1, Sonic 
2, Sonic 3, Mortal Kombat and 
Desert Strike. Everything in per¬ 
fect cond $300 negotiable. Ph 
(08) 276 3002. 

SNES games: Ren & Stimpy: 
Veediots (mint condition) and 
Another World. Will sell for $70 
or swap for Super Metroid or 
Mega Man X. Ph (09) 409 8604 
weekdays after 4pm, ask for Matt. 


I'll swap my Mortal Kombat 

USA, SFII Turbo USA, Action 
replay converter, all on SNES for 
either Virtua Racing or some 
good SNES or Mega Drive games 
negotiable Chris (042) 846 984. 

Willing to swap classics SNES 
Game Jurassic Park (Boxed with 
instructions) for Super Mario 
Kart or Pilotwings preferably 
with instructions or I’ll sell it for 
$60.00. Call (03) 866 8597. 

Will swap my Game Gear with 
Lemmings and Columns, AC 
Adaptor, carry case, Master Sys¬ 
tem converter, Sonic 2 and 
Prince of Persia (with codes!) 
for a SNES with 1 Tank joy¬ 
stick, 1 original control pad and 
Clayfighter. Or will sell for $250. 
Phone Daniel (03) 744 5991. 
Other offers considered. 


Wanted to buy, Aladdin and 
Jungle Strike on Mega Drive Ph 
048 898 179. 

Wanted Black Tiger for the 
Amiga Ph 066 866 587 at night 
and ask for Jordan. 

I want a SNES, I really really 
want a SNES. If anyone out 
there has a SNES that works 
that they are willing to part with 
please call (053)381630. Will 
sell or swap, must have at least 
one game. From a poor deprived 
child, who only owns a Game 
Box which was thrown out the 
window and only works for about 
1 min before shutting down. 

PC Engine Games Wanted: 
Some people collect the 
strangest things....! collect PC 
Engine games, I know many of 
you have them out there, gath¬ 
ering dust. No matter where you 
are in Australia, give me a ring 
on H (07) 252 4082 or W(07.) 
405 8632, or write to Cameron 
Thomas, 232 Herston Rd, Her- 
ston QLD 


Strawberry Hills NSW 2012 


My name is Paul Oakes and I 

am 19 years old and I am look¬ 
ing for some penpals (male or 
female) aged 16f. I own a 
SNES, a Mega Drive, Mega CD 
and an IBM. My hobbies include 
finishing games on the systems 
listed above, listening to heaps 
of music, watching plenty of 
movies and collecting computer 
books like HYPER. I will reply to 
anyone who will write: Paul 
Oakes 14 Flower St Elizabeth 
Downs SA 5113. 

Do you own a Mega Drive, 
Game Gear or Mega CD?, love 
U2 (especially!), techno. 
PSB/Electronic/ the 
Prodigy/etc. Have anything 
vaguely interesting to rave 
about? I am 17, female, proud 
owner of a Game Gear. Mega 
Drive/CD currently in rehab dry¬ 
ing out from Sonic Overdose. 
Interested? Write to Amanda 
PO Box 616, Inverell NSW 2360. 

My name is Kaz (male). I 
won't tell you my second name 
because it sucks. I hate my life. 
Why bother living. Well fine, be 
like that, sorry for wasting your 
time! Kaz, 9 Olivette Ave, 

Upper Ferntree Gully, VIC 3156. 

Hi! I’m 15 and I would like to 
hear from anybody under 20 
who uses a modem regularly. 
Write to Al, 14 Koolkuna Ave, 
Doncaster VIC 3108 or ring 
(03)848 3531. 

I am looking for a nice male/ 
female person which will be my 
pen pal. I have a SNES and a 
Game Boy Also my pen pal must 
be between 11-14 years old. 

Write to Nick Pape, 8 Young St, 
Wahroonga NSW 2076. 


HYPER got a beautiful letter 
from the Pen-friend Club of 
Slovenia asking us to include their 
address so HYPER readers can 
get pen pals in Slovenia. Member 
of the club are aged between 10 
and 25, and they're taught Eng¬ 
lish at school, so there'll be no 
real language problems. If you 
want a Slovenian pen friend, 
write to the address below Add 
your name, age, address, hobbies 
and language of correspondence. 
Write to: 

Pen-friend Club of Slovenia, 
c/o Ms Maya Vidic, Post Office 
Box 400, Ljubljana 61001, 
SLOVENIA. Europe. 






























Available front leading toy and video game retailers nationally. Trade enquiries 
Freedman Developments Pty Ltd PO Box 3 Rydalmere NSW 2116. PH: 638 6666 
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